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Game Summary 


Rome: Total War is a game of epic real time battles and empire building that 
allows players to experience the grandeur, the glory and the brutality that was 
Rome. They will command the rise of a small city-state to its destiny as the 
greatest Empire of the ancient world. Epic real-time battles will be seamlessly 
combined with deep turn-based strategy to create a compelling experience of 
Total War. In this conflict, the player is in control of a Roman faction or a rival 
civilisation determined to see it’s ruler given absolute power over the Empire. 


In Rome: Total War the player will have the chance to: 


> Command Rome’s Legions and Fleets against the Empire’s greatest enemies, 


including Carthage, Gaul, Parthia and the Barbarian Hordes. 


> Build the great cities of the ancient world — and reduce enemy cities to rubble 


with siege engines and artillery. 


> Manage the military, political and economic destiny of a growing Empire. 


Compete with ambitious Roman rivals on the battlefield and in the Senate with 
the ultimate goal of gaining supreme power as /mperator, the Emperor of the 


Roman world. 


> Or completely change history, and lead another nation to glory and Imperial 
greatness. 


Rome: Total War takes as its subject a dramatic era: it is the period of the 


Legions, of Hannibal and his march across the Alps with elephants, of Caesar and 


Augustus, of the gladiators, of Hadrian’s Wall and of the confrontation between 
civilisation and barbarism. The repercussions of these events are still felt in the 
world today and the rise of Rome is a true turning point in history. 
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Introduction 


The following document is a high level specification of Rome: Total War. It 
includes an overview of the game, a description of the functionality of each of the 
features and their implementation as well as some details of the historical content 
of the game in context of the relationship with the features. It is not intended as a 
marketing document to communicate the features of the game outside of the 
development team. 


Overview 


Rome: Total War is a continuation of the Total War series and features gameplay 
elements familiar from previous titles. The key features of Total War, which are 
also fundamental to Rome: Total War are: 


> Epic real time battles on spectacular 3d battlefields. 
> Combination of turn based grand strategy with real time tactical action. 
> Arich historical game world with a high level of attention to detail. 


The focus of the game is on military supremacy, but the methods of achieving this 
also includes, economic, political [diplomatic & subterfuge] and technology/R&D 
gameplay features. None of these game elements are individually crucial to 
success, but players will be able to focus on strategies that most suit their playing 
styles. Also the various factions and civilisations in the game will have 
bonuses/penalties which reflect strengths or weaknesses in each of these areas. 


Strategic turns and battles take place on a tile based continuous map of Europe 
[cf. Civ3]. The Campaign Map is in 3d and viewed from top down perspective with 
limited camera movement. This view features a shroud and fog of war whereas 
the battlefield has a ‘generals eye view’ across the battlefield [cf. Medieval: Total 
War] with the range of camera movement limited by the troops line of sight. 


The campaign game is divided into game turns, each of which has two major 
stages. Firstly, Strategic Moves and Resource Management orders are executed, 
then battles are fought in real time when armies engage. When units and/or 
armies meet, the player will be presented with a list of order options for the unit or 
army. Spies, for example, will have a list of possible missions (e.g. bribery, spying 
etc) whereas armies will have a range of tactical options ahead of the chance to 
engage in a real time battle. 


Key Battlefield Features 


> More than 4000 warriors on screen simultaneously for truly spectacular 
and cinematic epic battles. 


> Polygonal models and motion captured animations for soldiers in battle 
allows for a greater variety of unit types and a greater range of actions. As well 
as engaging in real time combat troops can perform a wide range of actions 
including manning siege engines, firing artillery and riding a range of vehicles 
from chariots to elephants. 
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> 


Destruction of Buildings & Fortifications and the ability to ignite buildings 
with flaming weapons such as exploding naptha pots or fire arrows, 
accompanied by intense pyrotechnic effects including explosions, fire and 
smoke. 


Siege Engines & Artillery. Assault the walls with Catapults, Siege Towers, 
Ladders, Battering Rams and Greek Fire Throwers. 


Multiple Nations and Civilizations with unique military units. Each 
civilization’s forces have specialised and unique units, formations and tactics. 
In addition to Roman Legionaries, there are over 60 unique unit types from 
Spartan Hoplites to Barbarian Head Hurlers. 


Special Weapons - including War Dogs, Scythed Chariots, Elephants and 
Incendiary Pigs. 


Varied battlefield terrain which effects combat, including deserts, 
mountains, coastal zones and forests. The terrain includes detailed 
geographical features such as cliffs, ravines, swamps, rivers, outcrops and 
boulders. 


Day-to-night cycles and night battles. Decide on a dawn attack, or slip 
away under the cover of darkness. 


Weather and Seasonal Changes will affect both the Campaign Map and 
Battlefield conditions. 


Real-time naval battles will be added to the Expansion [wishlist]. 


Key Campaign Features 


> 


Deep Turn based gameplay brings the Roman world to life. While the focus 
is on warfare and conquest many other strategies can be applied including 
building and resource management, diplomacy, trade, subterfuge, research 
and engineering. 


Coherent Zoom from the Campaign Map onto the Battlefield at any point on 
a continuous map of the Ancient World means that there is no discontinuity 
between the campaign game and the tactical battlefield. 


Tactical manoeuvring on the Campaign Map. Players can try to outflank 
enemies, call for reinforcements or request aid from allies before battle is 
joined. 


Characters play a significant role in gameplay, and RPG style experience 
levels and skills allow them to be developed over time. 


Multiple civilizations other than Rome, including the Greeks, Carthaginians, 
Parthians, Gauls and Barbarian tribes. Each nation will have unique units, 
characters and buildings in the game. 


Automated provincial Governors and army Generals allow the player to 
tailor the level of micromanagement to their individual tastes, enabling them 
to manage every detail of their empire or to simply focus on military conquest. 


Internal politics and Civil War within Rome through the Senate, the 
political arena where Roman factions co-operate for the greater glory of Rome 
while ruthlessly furthering their own interests. Political influence is gained 
through military victories and missions and is used to manipulate Senate 
decisions or gain valuable government posts for a faction. 


Multiple scenarios and campaign options cover all Rome’s history from 
the early days of the Republic to the rise of the Empire and the Caesars. Play 
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can cover 250 years of history or focus on shorter periods, such as the Punic 
Wars against Carthage, the Civil Wars or the revolt lead by Spartacus and his 
gladiators. 


Multiple Victory Conditions and Triumphs ensure enormous replay value. 


Key Multiplayer & Community Features 


> 


> 


Network and Online Battles for 2-8 players, with a wide range of game 
types and victory conditions. 


Online Ladders and Tournaments hosted by popular multiplayer sites 
including Gamespy. 


Customised unit, scenario and map editors and a series of downloadable 
game updates after release. 


[wishlist] Strategic campaigns for 2-16 players, with options for 
competitive and/or co-operative gameplay. 


[wishlist] Persistent online armies, Players can do battle ongoing 
campaigns with persistent armies hosted on a remote server [cf. Batlte.net]. 
This enables players to accumulate experienced troops, denarii and 
‘collectibles’ [such as unique weapons or trophies] through long-term online 
play. 


Design Objectives 


The design objectives for Rome: Total War are: easy to learn, fun to master, 
challenging to win. This glib phrase breaks down into the following key points: 


That the game is intuitive to play, that it should have a ‘pick up and play’ 
interface and work in accordance with the player’s common sense and experience 
of previous Total War titles, Windows and popular RTS conventions. 


That the game be immediately accessible. Focus will be given to the first thirty 
minutes of playing, ensuring that it is easy to understand and properly tutored. 
On-line help and player aids will be an important part of making the games 
learning curve as painless as possible. Making the game intuitive and accessible 
is achieved through: 


> 


> 
> 
> 


Focusing on the interface and making the functions of the interface intuitive 
and consistent. 


Good tutorials which lead the player through the key concepts of the game. 
Clear tool tips and mouseover information. 


An in game advisor [wishlist]. 


The gameplay should be addictive: we want the player to lose track of time while 
they’re playing, and feel that there is a reason for ‘just one more go...’ There 
should be a constant drip-feed of new rewards and novelties to keep the player 
interested in finding out what is going to happen next. Making the game addictive 
is achieved by: 


> 


> 


A tech tree which constantly provides cool new rewards to the player as they 
advance and a campaign map which provides rewards as they explore. 


Rich content including a wide range of factions, characters, units, buildings and 
events for the character to explore. 


RPG style gameplay addictiveness and rewards through the Characters. 
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> Rewards for uncovering and exploring the map, including bonuses which can 
be discovered and captured. 


> Rewards for exploring multiple playing styles, giving the player incentives for 
experimenting and replaying the game. 


The game should be deep, meaning that there are hundreds of hours of gameplay 
to experience, and the game won’t necessarily have to be played the same way 
each time. Associated with the depth is the fact that the game should have 
significant replay value. These objectives are achieved through: 


> Strategic depth. Both the battles and the Campaign Map have a wide range of 
viable strategies for victory, and every strategy has a valid counter-strategy. 


> There is a wide range of difficulty, meaning that the game can immediately be 
picked up or used as a ‘sandbox’, but it will provide a serious challenge to 
master. 


> Varying victory conditions and a range of campaigns provide an enormous 
amount of replay value. 


> Strong multiplayer support means that even when the single player game has 
been conquered there will always be new challenges against other human 
players. 


> Editors mean that players can constantly create and share new gameplay 
experiences. 


Design Hierarchy 


There is a structured hierarchy of features [see list below] which is reflected in the 
gameplay, the interface, the difficulty levels, the difficulty curve, the game 
progression, the 'automation' options, the amount of gameplay which is put 'under 
the hood' and the design of the tutorials. This is done so that a wide range of 
players can play the game at their own personal level. 


Consequently absolute beginner players should only have to worry about Level 1 
activities. Casual players and beginners to Rome: TW who've played Civ or 
Medieval: TW will commence by focusing on Level 2 and move to level 3. Average 
players will graduate up to Level 4 over the course of playing. And the hardcore 
will revel in Level 4 - and probably demand that there is a level 5, 6 & 7. 


The list below defines the central activities at each Level of play. This means that 
at a given Level a player should only have to worry about these activities and 
everything else should be taken care of for them and presented in a way which 
gradually introduces them to the next Level. 


Campaign Map Design Hierarchy 


Level 1 

> Moving and engaging armies. 

> Seeing and responding to Event windows 
Level 2 

> Building 

> Training 
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Level 3 


Level 4 


> 


VV V WV 


Conquering Settlements & Regions 


Advanced Building - strategically focusing on different paths through the 
tech tree. 


Advanced Training - designing mixed forces for armies and keeping track of 
unit experience. 


Advanced Settlement Management 
0 population 
O resources 
Basic Loyalty 
o Preventing Revolts 
Basic Economics 
o Taxes 
o Cost of maintaining armies 
Characters 
o Keeping track of Named Characters 
Subterfuge 
Basic Diplomacy 
o Treaties 
Siege Options 
Playing with the Editors 


Advanced Diplomacy 
o Detailed Negotiations 
Trade 
Experience and Skills 
The Senate 
Advanced Loyalty 
0 managing the Population for increased efficiency 
Advanced Victory Conditions 
Culture 
Using the Editors 


Game Length 


The game will be balanced so that the Imperial Campaign should be somewhat 
quicker than the Full Campaign of Medieval: Total War. The following benchmarks 
are targets for the scale of the game. 
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Number of Turns 


There are two turns per year covering a period of up to 250 years. However, most 
games will end before reaching this date. 


If this proves too long then the turns may be reduced to one per year. 


Number of Settlements 


The number of settlements which the player needs to control at each stage of the 
game will be progressively scaled to limit the amount of micromanagement in the 
game. The approximate targets for the numbers are as follows. 


Opening Game 


1-2 towns 


Mid Game 


The mid game is when most settlements will be held by factions, i.e. all neutral 
villages have been claimed. However, they will still be divided between a large 
number of factions as most factions will still survive at this point. 


20-30 settlements 
> 3 Large Cities - including Capital and central focus of production 
> 7 Cities 
> 10 Towns 


End Game - 60 settlements maximum 


From the mid to end game the player may end up with an approximate maximum 
of 60 settlements to manage. The number of factions will diminish as they are 
wiped out and the number of settlements per faction will increase. 


> 5 Huge Cities [only 1 capital] 
> 10 Large Cities 
> 15 Cities 
> 30 Towns 
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Game Platforms 


Primary Platform 
PC 


Secondary Platforms [for consideration as a port] 
Xbox 


Macintosh 


Minimum Spec Target 


P3 600 

128MB RAM 

3rd Generation 16MB 3D Card: TNT2, G400, or G Force 1 
> May require hardware T&L 
> May require G Force 2 


Recommended Spec 


P4 1Ghz+ (or 1Ghz+ P3/AthIon) 
256MB RAM 
32Mb 3D Card including hardware T&L [note Hardware T&L may be min spec] 


Multiplayer Online 


Battles: 2-8 Players 
Campaigns: 2-16 Players (+) [wishlist] 


Performance Benchmarks 


Minimum Number of Men in battle: 2000 
Minimum Frame Rate: 15fps 
Minimum Screen Resolution: 

> Campaign Map: 800x600 
> Battlefield: 640x480 


Page of 246 15 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembly 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 


Schedule 


The high level schedule for Rome: Total War is: 


Critical Path 


Milestone pate 
Script & TDR 12/00 
Engine Demo 04/01 
Playable Prototype 06/02 
Alpha 12/02 
Beta 04/03 
Final 06/03 
Release 08/03 


Downloadable updates will continue for at least 6 months after the release date. 


Follow-up Releases 


The Rome: Total War Expansion and Special Edition (tentatively entitled Fall 
of the West) will be released 6-8 months after the main release. 


This will cover the Roman Empire from the end of the Golden Age to its eventual 
fall in the West (the period c.200-500AD). The player will have to halt or reverse 
the decline in Imperial power, avoid the split between the Eastern and Western 
Empires and restore the Imperial Glory of Rome. 


The follow-up material will include: 


> 


Campaigns and scenarios — These would include the threats to the Empire 
from 200AD on, the division of the Empire and the collapse of the Western 
Empire, culminating in the barbarian invasions and the sack of Rome by the 
Goths. 


New units, characters and buildings — late Roman styles of Legionnaire, 
new enemies, historical personalities of the later Empire such as Constantine 
the Great and Attila the Hun and new settlement improvements (e.g. Christian 
churches). 


Playable Factions — All of the factions in the game will be unlocked, 
enabling them to be played in both the campaigns and custom/multiplayer 
battles. 


Map editors — allowing players to create their own battlefields, scenarios and 
campaigns. 


Real Time Naval Battles - and expanded Naval strategy [wishlist]. 


Expanded Multiplayer Options - including new game types and possible 
multiplayer Campaign Map options. 
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Definitions and Terminology 


Terminology 

Attributes 

e Don't use Latin names - English 

e Gravitas: Influence - represented as a row of Senators 
e Strategos: Command 

e Dynamos: Management 

Change Plug-Ins to Upgrades 

Anno for all dates 

Denarii for money 


Campaign Map 


This is the view at which the resource management, settlement construction and 
manoeuvring of armies and units takes place. It is a top down view of an area 
approximately 32 tiles across [at default zoom]. In this view cities, units, armies 
and terrain features are represented in 3d. Units for Armies and Characters are 
animated models. Overlays can be called up to show details of other strategic 
features such as trade routes or borders. Orders on this view are turn based. 


Campaign Map Tile 


An 800m sq area on the Campaign Map which is used to measure movement and 
to define the position of Armies. This is the smallest scale on which the movement 
of an army can be defined from the Campaign Map. When two armies occupy 
adjacent tiles they are considered to be engaged and a real time battle will be 
fought. The battlefield is derived from the terrain of the tiles on which the battle 
takes place. 


Battlefield 


This is the close up view of the battlefield when armies are engaged in real time 
battles [cf. M:TW]. The battlefields are generated from the terrain on the 
Campaign Map and the player can zoom to the Battlefield at any time to review 
the terrain or to inspect their cities and armies. The battlefield is 1.6km to a side 
and is made of 4 squares, each of which are 800m wide. 


Radar 


The radar provides an overview of the map. There is a radar on both the 
Campaign Map view and the Battlefield view. 


In battle the radar will show the position of units and will also highlight engaged 
units and when a new enemy or allied unit is discovered. Units are indicated by a 
coloured arrow representing the entire unit and indicating it’s facing, rather than 
individual dots for each soldier. Significant gameplay events such as defences 
being breached, armies routing or the general being killed will be highlighted on 
the radar [cf. Warcraft3]. 


It will be possible to select and issue orders to units directly from the radar. 
Overview Map 


A single map showing the entire game world. This map will show major details 
such as faction borders and the position of capital cities. 


The overview map will also show Diplomatic Links, Trade Links and an 
approximate indication of the military and economic strength of various factions. 
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Character 


A member of a faction. Characters can be Generals of armies or act as Governors 
of settlements. 


Civilisation 
One of the main cultures of the game [Rome, Greece, Barbarian etc.]. A single 
Civilisation can be made up of multiple factions. 


Faction 


A single political entity in the game [cf. Medieval]. Players control a single faction. 
Initially only three of the Roman factions are playable [Senate is non playable]. As 
the game progresses factions from the other Civilisations can become available to 
play. 

Activity Points [APs] 


A system of Points which determines how far a unit or army can move in a turn as 
well as which other orders or actions they can execute - e.g. fighting battles or 
building fortifications cost Activity Points. 


Engaged 


The condition when armies have entered each others Zone of Control on the 
Campaign Map. Once units are engaged they are able to enter the real time 
battle mode on the battlefield or to auto calculate the results of their contact. 


Settlement 


Each region contains a settlement. Controlling the region depends on controlling 
the settlement. The faction which controls a settlement is the one which has [or 
most recently had] an army or garrison in that settlement. 


Region 


Each settlement is placed within a region which defines the borders of its territory 
in a similar way to the regions in M:TW. The region contains the resources which 
the settlement can develop in order to generate income. If an enemy army is 
within a region it is considered to be contested and the faction which owns it 
ceases to get trade, mining or farming income. 


Zone of Control [ZOC] 


An area which is under the military [but not administrative] control of an Army. 
This occurs in situations where an Army is isolated from its own territory. 


Senate Missions 


The Roman Senate can issue orders to Roman factions to perform missions. These 
missions can then be rewarded with actions or resources from the Senate - or 
punished with penalties if they are refused or failed. 


Triumphs 


Specific objectives which can be used as victory conditions or to give bonuses to a 
faction. These conditions may be Faction specific and include general objectives 
such as defeating an enemy civilisation or capturing a wonder, or they may be 
specific objectives for Provincial Campaigns such as conquering and holding a 
location on the map by a defined date or for a defined period. 
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The Game Arc 


The game will be divided into two main stages, with a third stage representing the 
plans for the expansion pack. The first stage is the conquest of the Roman 
Empire, the second stage is the Civil Wars and the Third stage is the later era of 
the Empire. It is not strictly necessary to obey the order from Stage 1 to Stage 2. 
Players may be able to be declared Imperator before they have completed 
conquering the world. However complete victory will require that both conditions 
have been met. 


If the player is controlling a non-Roman civilization, the game arc will still be 
followed and the gameplay mechanics will be largely the same. Foreign factions 
will be able to compete for influence in Rome, or even adapt themselves to 
become Roman factions by becoming Vassals of Rome and then entering the 
Senate. 


Stage 1 - Conquest and Empire 


The first stage of play focuses on the fight to establish the frontiers of the Empire 
and for Roman civilisation to dominate the game world. External enemies have to 
be confronted and defeated, while the Roman factions contend for influence, 
resources and military power. The threat represented by external enemies means 
that the Roman factions should cooperate to survive, but they don’t necessarily 
have to do so. The Senate is a non-playable Roman faction which acts as the 
moderating and balancing influence in the game. 


Stage 2 - Civil Wars and the Rise of the Emperor 


Once the Roman Empire has been established as the dominant power in the game 
the focus shifts from political rivalry to open conflict as the different Roman 
factions struggle for dominance. The objective at this stage is for the leader of one 
faction to be declared /mperator [Emperor] by personally conquering Rome and 
usurping the Senate. The Senate is still important in this stage of the game as the 
central Roman faction attempting to maintain power by mediating between the 
other Roman factions and foreign powers. The Senate exerts influence through 
it’s own actions and through titles and offices which can be awarded to the other 
factions [cf. the Papacy in M:TW]. 


Stage 3 - Fall of the West [Expansion] 


Thanks to a combination of barbarian invasions, strategic overstretch, poor 
Emperors and increasing decadence, by 200AD the Empire was stagnating. What 
had begun as a military machine for bringing wealth back to Rome was now 
turning in on itself and the enemies were knocking at the gates. The Empire split 
in half, and the Western Empire eventually fell to the barbarians while the Eastern 
Empire survived for another 1000 years as Byzantium. 


The focus during this period will be on rewriting history so that the glory of the 
Roman Empire survives intact. A lesser victory condition would be to salvage 
either the Eastern or Western Empire. Achieving this will involve staving off 
Rome’s many external enemies and dealing with the structural problems at home. 
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Victory Conditions & Triumphs 


There are a number of different options for victory conditions in the game. 


Victory Conditions 


The Imperial Campaign has two primary victory conditions which can be selected. 
The provincial campaigns can have any Triumphs defined as a victory condition. 


Conquest 


There is an option for a standard victory which is just based on eliminating all of 
the rival factions and/or conquering a defined proportion [60%] of the map. 


Imperator 


To achieve total victory the player must also conquer Rome and hold it for 10 
turns in order to be declared /mperator. In practice the game is balanced to mean 
that conquering Rome requires the player to dominate the game and the other 
factions. 


Not only does the ‘conquer Rome’ victory condition put pressure on the player to 
march on Rome, it also adds the challenge of ensuring that enemy factions do not 
conquer Rome and beat the player to it. 


If the player plays as another civilisation then the ultimate objective of the game 
remains the same, to be declared Emperor of the world. Leaders of rival 
civilisations can either integrate with Roman civilisation [effectively becoming an 
additional Roman Faction] or retain their own government and attempt to rewrite 
history and destroy Rome completely. 


The fact that the Senate is a non-playable faction means that it can be actively 
used as a balancing mechanism in the game. As well as the balancing factors of 
the power of the Senate, rival Roman Factions & Foreign Factions; Loyalty will be 
used to ensure that Roman factions aren’t able to march on Rome too early as 
armies ordered to march on Rome will revolt. 


Triumphs & Senate Missions 


Triumphs are defined objectives &/or victory conditions which can be included in 
campaigns [cf. Glory Goals in M:TW]. Campaigns can include compulsory 
Triumphs or Bonus Triumphs. Compulsory Triumphs are objectives which have to 
be completed to advance or complete the campaign. Bonus Triumphs are not 
required, but will give the faction gameplay bonuses such as technology, units or 
Skills. 


There are a couple of differences between Triumphs in Rome and Glory Goals of 
Medieval in terms of their results. Successfully completing a Triumph can have 
the following effects: 


> Events - Either playing an RTM or showing an Event picture. 


> Advancing the Campaign - and triggering the next Triumphs. For example 
in the Imperial Campaign the first Triumph goal for the Julii could be to 
suppress the Gauls. Once this is completed the next Triumph could be to 
conquer another major faction. Once this is completed it could unlock the 
‘Conquer Rome and be declared Imperator’ victory condition. 


Page of 246 20 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembly 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 


> Gameplay Bonuses - Completion of a Triumph will generally result in a 
bonus such as money, units, technology or skills being awarded to the faction. 


Triumphs can include: 

Military Objectives 

> Eliminating enemy factions - either a specific faction [e.g. the Gauls] a Major 
Faction or a Minor Faction. 

> Destroying enemy armies. 


Capturing enemy settlements - either general [i.e. capture 3 cities] or specific 
[i.e. capture the Capital]. 


> Capturing Wonders 


Killing enemy characters. 


Strategic Objectives 


> Size or number of settlements - either specific [i.e. get Capital to Huge City] or 
general [i.e. build 4 Large Cities]. 


> Economic Production - amount of Denarii. 
> Building Wonders. 


Historical Objectives 


> Achievements matching historical events. This includes such events as 
destroying Carthage by the historical date or matching the geographical extent 
of the Empire at different times. 


Political Objectives 
> Conquer Rome and be declared /mperator. 


> [wishlist] Achieving political success by gaining key posts in the government, 
such as the Consulship. 


Senate Missions [wishlist] 


Senate Missions are Triumph objectives which are presented to the Roman 
factions through the course of the Campaign via the Senate Advisor. Senate 
missions be presented as defined objectives [made from the objectives above] 
with defined rewards to be paid by the Senate in the event of success, or penalties 
in the case of failure. 


Time Limits 
For the smaller campaigns a set number of turns can be defined by which the 
victory conditions need to be achieved. 


Triggered Events 


A timeline will be used to trigger historical events such as Barbarian Invasions and 
to introduce Historical Characters into the game at the appropriate time, from 
leaders or rebels such as Spartacus to scientists and philosophers such as 
Archimedes. 
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Factions 


Each of the main factions in Rome: Total War will be playable, eventually. 
However the foreign [non-Roman] factions need to be unlocked to enable them to 
be played in either the campaigns or the custom/multiplayer battles. This is done 
either by completing the game as one of the Roman factions or by downloading or 
purchasing ‘faction packs’ after release. 


Roman Factions 


Each of the three Roman factions [Julii, Scipii, Brutii] can be played in the Imperial 
Campaign. Note that the fourth Roman Faction [the Senate] is non-playable and is 
an ai controlled ‘balancing’ faction [cf. the Papacy in M:TW]. 


Foreign Factions 
The foreign factions in the game are playable, but need to be unlocked. 
Unlocking Factions 


Completing the game as either of the three Roman factions will unlock a foreign 
faction. The Julii unlock the Gauls, the Scipii unlock the Carthaginians and the 
Brutii unlock Macedonia. 


Faction Packs 


The remaining factions will be unlocked using downloads from the internet site. 
The downloads will be collected and included on the expansion pack. 


Game Types 


Campaigns 

Define at start 

* map 

e start positions 

e victory conditions - as Missions [can be tracked in journal] 
e playable factions - can include multiple 


Linked Battles - drop as separate category and just have historical battles option [some 
may be linked] 

e 15-20 standalone battles [re Mike B.] 

e include Boedecia 


Provincial Campaigns 
e Limited Map Area: approximately 40 regions 
e Italy: approximately 20 regions 


Define - Campaign Editor features 

The maps 

regions and settlements 

factions - playable and non-playable 

starting positions for factions 

triggered events 

victory conditions - the victory conditions will be implemented in the same way as the 
Senate missions 


Linked Campaigns - Delete 
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e We have decided that we do not need to have the linked campaigns and will just have 
historical battles 

e We will have 15-20 battles 

e As areward for some battles we could let players win generals for the main game 
[wishlist] 


Campaigns 
Imperial Campaign: 3 start dates [up to 90 regions] 


Gaul: 35 regions 
Punic Wars: 50 regions 
Pompey: 50 regions 
Boedecia: 20 regions 


Historical Battles 
Spartacus 
Hannibal 


Imperial Campaigns 
Expand background and history 


The full campaign incorporates both the Campaign Map and Battles, with the 
ultimate objective of conquering the world and becoming /mperator. There are 
three main starting dates and deployments for the Imperial Campaigns. 


300BC - Open Campaign 


The early start date will commence prior to the second Punic War before Rome is 
the major power of the world. The starting positions of the factions will be 
somewhat artificial in that each of the factions will commence the game at the 
base of the tech tree with only a single Town and a small number of military units 
and characters, while large areas of the map will only be populated by neutral 
Villages. The focus of the game will be on building up through the tech tree and 
conquering the map. 


263BC - The Wars of Conquest 


The alternate early start date is a more advanced campaign which is somewhat 
more historically accurate. The start date is around the time of the first Punic War 
and each of the factions will have set of settlements, units and characters which 
are more advanced through the tech tree. 


100BC - Republic to Empire 


The later start date is an even more advanced game focusing on the Civil Wars 
between the Roman Factions in the period where the Roman Empire is established 
as the major power in the world. The game will commence with each of the 
factions firmly established, with more and larger settlements, established armies 
of advanced units and characters. 


Starting Positions - Established Settlements 


In the Imperial Campaigns there will be a number of historical cities present on the 
Campaign Map from the outset. These will include Athens, Alesia, Syracuse, 
Masada, Olympia, Giza, Rhodes, Alexandria, Carthage, Helicarnassus and Rome. 
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Provincial Campaigns 


Provincial Campaigns are still based on the Campaign Map, but with edited 
starting positions, victory conditions and time limits. The camera view of the 
Campaign Map may also be restricted in area and displayed at a higher resolution 
and a larger scale for these campaigns, so for example Caesars Campaigns in Gaul 
is contained within a map of France. 


Provincial Campaigns 
> Caesars Conquest of Gaul - Julii campaign in Gaul. Time limited 
conquest. 


> Second Punic War - Scipii campaign on the west of the map including 
North Africa and Spain. 


> Pompeii the Great in the East - Brutii campaign on the east of the map 
focusing on Greece and Parthia. 


Hannibal - Tutorial Campaign localised in Italy. 


> Spartacus - Mini campaign set in Italy. 


Campaign Map Tutorial 


The Campaign Map tutorial will be a guided Provincial Campaign where the player 
is shown the principals of the interface and the gameplay. The division of lessons 
in the Tutorial will mirror the campaign map hierarchy listed above. 


Battles 


Historical Battles 


Historical battles will share many of the features of Custom Battles, excepting that 
the features of the battle [the map, the armies and the victory conditions] will be 
pre-defined. The editor also allows events, ai states and victory conditions to be 
scripted to make more involved and realistic historical battles. Historical Battles 
can also be played multiplayer. 


There are two main types of Historical Battles. 


Linked Conquest 


A sequence of linked Historical Battles which do not include the Campaign Map. 
Although they will be basically linear they may include some branching based on 
the result of each battle. The average length of a linked conquest will be 4-6 
battles. 


The Linked Conquest battles may be based on the same campaigns as the 
campaign map provincial campaigns. Some of the initial scenarios will include: 


> Caesars invasion of Gaul 
> Hannibal's invasion of Italy 
> The Rebellion of Spartacus 
Additional scenarios may be provided for download after release. 
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Standalone Battle 


Standalone Historical Battles are single one off battles in a similar format to the 
Historical Battles in Medieval: TW. As well as a number which will ship with the 
original game new battles may be released for download after launch and players 
will be able to create and upload their own historical battles to 
http://www.totalwar.com The Historical Battles are not necessarily confined to 
Roman battles, but may include other Ancient battles featuring the units from the 
game. 


Some of the initial battles could include 
> Caesars campaign in Gaul 
Claudius’ invasion of Britain 
The Punic Wars - The Battle of Cannae 
The Battle of Carrhae against the Parthians 
The Civil Wars - The Battle of Parsalus 
The Barbarians - Battle of the Teutobergerwald Forest 
The Persian Wars - Battle of Marathon or Thermopolyae [Add-On] 
Alexander the Great - The Battle of Issus [Add-On] 


VV VV VV WV 


Custom Battles 


As in Medieval: TW players can select to play a single one off battle where they 
can choose the armies, time period, battlefield, conditions and battle type. 


In order to enable these battles to be launched quickly, and to facilitate balanced 
battles, there will be a set of default army lists for each faction. There will also 
be rules determining the number of units of each type which can be included in an 
army so that it will not be possible to ‘grunt rush’ the opponent. 


Players will be able to select from a range of battle types including 


> Last Man Standing - this is a standard battle where victory is gained by 
being the last player to have a surviving army in the field. 


> Siege - A battle to take a fortification or settlement. The defender will 
have less troops than the attacker to take into account the defensive value 
of the fortifications. 


> Assassin - the objective is to kill the enemy General. The first player to do 
this wins. 


> Breakout - the ‘attacking’ player has the objective of getting past the 
defender and retreating off the far side of the map. 


> Capture the Standard - Each player has a castle or fortification and the 
objective is to capture the enemy standard and return it to the base camp 
of the army. The first player to do this wins. 


> Convoy — similar to a breakout, but with non-combatant units to protect 
as well. 


> King of the Hill - there are a number of defined strategic victory points on 
the battlefield and the winner is either the player who holds the greatest 
number of these at the conclusion of the battle or the player who has held 
them for the longest period of time through the course of the battle. 


> Last Stand - an outnumbered force is given the objective of taking the 
maximum number of casualties from the enemy [defined as a %]. 
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> Quest - There is a hidden object on the battlefield, such as a Standard, 
which must be found and returned to a defined point. 


> Raid - A number of buildings on the battlefield must be destroyed or 
defended. 


Handicapping 


There is a Handicap option in Custom Battles where the attackers and defenders 
money is modified based on the conditions of the battle and the map type. 


The following factors are taken into account to reduce the proportionate amount 
of money which the defender has. 


> Map Type - Hilly Map [75%], River Defence [60%], Fortification [50%] 
> Battle Type - Breakout [50%], Convoy [60%] 


Quick Battle 


There will be a single click option to take the player straight into a battle without 
the need to define any options, select armies or choose a map. The battle will be 
set on a random map and will have random [but balanced] troops. 


It will be possible to modify the default settings for the Quick Battle in the options 
screen. 


Players can also launch Quick Battles for Multiplayer. 


Tutorials & Demonstrations 


Accessibility - Tutorials, Hints & Tips 


General Accessibility 


Fast Play Option 


> 


> 


Single click turning off of ‘simulation’ aspects of combat [morale, fatigue, 
ammunition]. 


Increase the default speed of battles slightly. 
Closer deployment area with automatic deployment. 
Presented on Difficulty selection screen before the player enters battle. 


Tutorial 
> Prompt from front end the first time the game is run after installation. 


Senate Advisor - Hints & Tips 


Comes up as an Event window 


> Presents hints and tips in response to gameplay events, for example. 


o. If there is a revolt give advice on how to increase loyalty. 
o_ If faction runs out of cash on how to manage economy. 


o_ If faction loses a region on how to defend. 
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o When other factions are encountered. 


> Brings up info and application advice the first time something is built or trained or a 


settlement goes up a level. 


Tip of the Day 


> On loading Screen. 


Provincial Campaigns 


Provincial Campaigns are still based on the Campaign Map, but with edited 
starting positions, victory conditions and time limits. The camera view of the 
Campaign Map may also be restricted in area and displayed at a higher resolution 
and a larger scale for these campaigns, so for example Caesars Campaigns in Gaul 
is contained within a map of France. 


Provincial Campaigns 


> 
> 


Caesars Conquest of Gaul - Julii campaign in Gaul. Time limited conquest. 


Second Punic War - Scipii campaign on the west of the map including North Africa 
and Spain. 


Pompeii the Great in the East - Brutii campaign on the east of the map focusing 
on Greece and Parthia. 


Hannibal - Tutorial Campaign localised in Italy. 


Spartacus - Mini campaign set in Italy. 


Prologue Campaign 


There will be a short [optional] prologue campaign which will act as a tutorial and 
segue to the main game. 


After the player has installed the game they will be prompted to play the Tutorials. 
This reminder will continue until they have played the tutorials or checked the box 
which indicates that they want to turn the prompt/reminder off. 


There are separate Tutorials for the Campaign Map and for the Battlefield in a 
comparable format to the Medieval: TW tutorials. 


The tutorials are customised to the experience of the player. The selection of the 
tutorial will be based on the following questions: 


> Ihave played Total War before, what’s new in Rome? 
> |have played RTS games before, what’s different about Total War? 
> Ihave never played a strategy game before, how do they work? 


Other changes from Medieval are the fact that there will be scripted RTM 
demonstrations of the actions accompanied by voiceover and text. This means 
that each lesson will follow the format of: 


> Explain the lesson to the player 
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> Demonstrate the lesson 
> Allow the player to perform the lesson 
> Allow the player to practice the lesson 


Also on screen graphics such as arrows and icons will be used to clearly illustrate 
each lesson. 


The tutorial will also detect player areas and give them specific prompts on how 
to successfully perform each lesson. 


Campaign Tutorial 


The Campaign will have a Civ style integrated tutorial which can be used with the 
Spartacus campaign. At any time during the Campaign the tutorial can be turned 
off and the player can continue unassisted. 


Battle Tutorial 


The Battle Tutorial will follow a similar format to the Medieval: TW tutorial with a 
series of lessons followed by practice battles with context sensitive tips. The main 
addition will be the fact that each instruction will be displayed to the player before 
they are asked to perform it themselves. This will be done using arrows, text and 
by scripting the behaviour of the units to illustrate the feature. 


As in Medieval: TW a modified version of the Battle Tutorial may also be used as 
the demo of the game. 


Online Encyclopaedia 


There will be an interactive help system and online manual, which will include a 
series of [searchable] hyper-linked documents covering both gameplay features 
and historical content. This will be accessible from the windows taskbar, the front 
end or within the game. 


Tooltips and Help 


All the onscreen icons, units and buttons will have tool tips that appear when the 
cursor is moved over the relevant object. The tooltips will include details of menu 
options and their keyboard shortcuts. 


The tooltips can be turned off. 


Rolling Demo 


The game will include a rolling demo that starts if the player does nothing for a 
period after entering the front end [for approx 10 minutes]. The main purpose of 
the rolling demo is to highlight key features when the game is left running. 


Tip of the Day 


The loading screen of the campaigns and battles will include a Tip of the Day. 
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Game Structure 


Game Turns 


Rome: Total War has 2 turns per year, Summer and Winter. Income & expenditure 
[Harvest, Tax, Wages etc.] is calculated annually at the end of summer. All of the 
Campaigns are scripted to commence at the start of winter. 


Size and Scale 


The overall game covers a period of up to 300 years, which means that the total 
game length can be up to 600 turns. Provincial Campaigns will be proportionately 
shorter. 


It is possible for players to continue playing after they have achieved victory in the 
campaigns. 


Campaign Map - Scale and Proportions 

e View Area: Player needs to be able to see enough of the map to have a clear 
sense of location - a little more than MTW. If this means that the map loses a bit of 
realism or that we have to make it effectively smaller [in terms of reducing the 
number of tiles &/or settlements] then that could be a necessary sacrifice. 

¢ Correspondence with Battle Map: The size/detail on the campaign map tiles isn't 
enough to really give the player a clear/intuitive relationship between the campaign 
map and the battlefield that they'll fight on - i.e. there's no clear way that you can 
actually "ambush someone in a mountain pass" or "defend a hilly area" which was the 
whole gameplay point behind having the correspondence in the first place. The tiles 
in Civ3 are very large and clearly differentiated [so you know you're defending a hill 
for example]. In conjunction with reducing the size of the battlefields | think that we 
have to reconsider the apparent size/number of the campaign map tiles and the 
terrain details which they show [especially topography] in a way that gives you useful 
strategic information. 

e Proportions of pieces: | do agree that the men look a bit too large and look like they 
could be reduced by around 20-30%. | know I'm sounding like a broken record, but | 
think that the proportions of tiles, units, settlements in Civ3 are a pretty good starting 
benchmark. 


Map size 

e 90 regions 

¢ cover Roman empire 

e enough shown on screen to orientate player 


Perspective 
e Lowering the camera angle slightly [to about the level of MTW] could make the 
characters look better. 


Region Size 
¢ average 10x10 tiles 


Tiles 
e large enough to show battlefield terrain features 


Campaign Map Graphics 
e Rivers: |The 90 degree turns are a real eyesore. The river mouths obviously need 
to be fixed. 
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e Water: The water surface isn't awful, but it's not as good as other games [once 
again WC3 is lovely]. 

e Forests: As discussed before carpets of forest would look better than the current 
huge individual trees. Some spot individual trees [like the palm trees in deserts] look 
good. 


Movement Rates 


The distance a unit can move in a single turn on the Campaign Map is not 
necessarily realistic but is balanced for the purposes of gameplay to enable 
strategic manoeuvres. 


The average unit should probably cross the entire game world in around 15-20 
turns [Subject to testing]. The speed of units will be modified by their own 
movement ratings and also by environmental factors [roads, weather, mountain 
ranges etc.]. It will be possible for units to move between roughly 50% and 200% 
of the base movement rate depending on these factors. 


Turn Order 


Turns are taken in order by each Faction. Engagements between Characters & 
Armies and Events are resolved as they occur rather than being queued to the end 
of the turn [cf. Civ3]. 


There are some special cases where the turn order can be broken and additional 
armies may be moved before a battle is commenced when two armies engage: 


> Reinforcements - When two armies meet and there is an engagement 
either faction is able to call additional armies to join the battle if they are 
on an adjoining tile [providing the reinforcing army has enough AP’s 
remaining]. The flank from which the reinforcing armies enter the battle 
will be based on the direction which they attack from. 


> Allied Reinforcements - Factions can also request that their allies send 
reinforcements. To request allied reinforcements players click on allied 
armies which are on an adjoining tile to the engagement and request that 
they join in the battle. If the ally agrees then the allied army will arrive as 
per normal reinforcements. If the player responds to a request for 
reinforcements from an ai ally they are able to fight the battle in real time. 


Activity Points & Movement 


Each Army or Character has a number of Activity Points [AP’s] which determine 
how far they can move and what actions they can perform within a turn. Activity 
Points are spent by moving, fighting battles or entrenching. 


If an army fights a battle they can use their remaining activity points to continue 
moving after the battle is concluded. Therefore armies can fight multiple battles 
within one turn. However the AP cost of fighting battles means that armies will 
never be able to fight more than three battles in a single turn. 


Activity Point Modifiers 
The factors that affect the amount of AP’s which an individual army has will be: 


> Territory. Armies can move further in their own territory than in enemy 
territory. This is done as a basic simulation of logistic effects. 


> The commanding General’s skills. 
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Forced March [wishlist] 


Armies can be ordered to march further than their normal movement distance in a 
turn. Armies ordered to force march will be fatigued if they fight a battle within 
the next turn and their loyalty will be decreased. If they force march over 
successive turns then the rate at which their loyalty declines will accelerate. 
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The Interface & Front End 


Power Graph - chart 
Review statistics - at end of game 


The interface of the game is designed to be as consistent as possible with 
Windows interface conventions and with the interface standards of the most 
popular RTS and turn based strategy games - in particular M:TW. 


This is done so that it is relatively easy for any strategy player or windows user to 
be able to pick up and play the game as quickly as possible. 


Also as far as possible the interface conventions of the campaign map and 
battlefield have been made as consistent as possible. 


Front End 


The architecture of the front end will combine the features of console or sports 
game front ends with the menu lists of Medieval: TW. Rather than having to dig 
down through multiple screens game options will be unified on a single screen. 
For example the ‘Play Game’ screen will enable the player to select the type of 
game which they want to play and the faction they want to select on a single 
screen by toggling through selections and menus on that screen. 


Buttons at the bottom of the screen will enable the player to directly access game 
options and save/load options as well as to quit back to Windows. 


Tutorial Prompt 


The first time the game is run after install the player will be prompted to play the 
Tutorials in the front end. This prompt will come up each time the game is run 
until the Tutorial has been played or the prompt is turned off. 


Game Selection 


The player can choose game types and options for each game, including which 
faction they are going to play. Unavailable options [for example factions which 
are still locked] will be greyed out and a mouseover tip will explain the reason, for 
example “you must complete the Imperial Campaign as the Julii to unlock this 
faction”. 


Difficulty Settings 


The Difficulty settings will vary both the level of the ai of the computer and also 
the degree to which the computer cheats with things such as money and combat 
calculations. 


> There will be four difficulty settings in all: Easy, Medium, Hard and Expert. 


> It will be possible to set different values for difficulty in the Campaign and 
Battle aspects of the game independently. 


Realism Settings 


The player will be able to define some realism settings independently of game 
difficulty. Realism settings can effect both battles and the Campaign Map: 
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Battlefield - unit fatigue, limited ammunition, morale effects and line of sight 
[camera movement]. 


Campaign - revolts, disasters, harvest randomness, barbarian invasions, fog of 
war, character aging. 


Fast Play [wishlist] 


There is a single button Fast Play option which automatically turns off all the 
realism settings. It also slightly increases the base speed of combat in battles, 
deploys the armies closer to each other in battle and does not have a manual 
deployment phase. 


Automation Options 


It is possible for the player to automate building, recruitment or taxation for the 
Campaign Map to enable them to focus on moving armies and the battles. These 
settings can be switched on or off at any time during a game [cf. M:TW]. 


Saving & Loading Games 


It is possible to save a game at any point during a Campaign Map turn. There will 
be a quick save option on Ctri+S and one of the Function keys and a quick load 
option on Ctri+L. The game will autosave after each 2 turns of game time. 


The saved game information shows the name of the game, the game type, the 
difficulty level and the time at which it was saved. Save games can be ordered by 
any of these criteria. By default the last Quicksave and Autosave are stored at the 
top of the list. 


Options 
Game Settings 
> Audio - Volume and quality settings for music, SFX and voiceovers. 
> Video - Resolution, detail and effect settings. 


> Controls - Interface preferences and control Config options. Including 
mouse sensitivity, an ‘always fast’ option for the camera and an option to 
define LMB click and drag to group select [default] or for dragging out 
formations. 


Performance Settings 


There are a number of settings which can be changed to effect the performance of 
the game for lower end machines. Note that the level of detail of the units scales 
dynamically based on the performance of the PC. 


> Resolution - The screen resolution can be set independently for the 
Campaign Map and the Battlefield. 


> Effects - The pyrotechnics and the effects of smoke, dust and fog can be 
turned on or off. 


> Shadows - Shadows can be turned on or off. 


> Number of Men Per Unit - [Custom Battle Only] It is possible to scale the 
standard number of men in a standard Legion unit to 20, 40 or 80 soldiers 
depending on the specification of the PC. All of the other units in the game 
will scale their numbers by the same proportion. The default setting, the 
setting for campaigns and the setting for multiplayer is always the 
standard one [40 men/Legion]. 
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Interface Conventions 


The interface is designed to be immediately familiar to players of previous Total 
War games. It is based as closely as possible on Windows interface conventions 
as well as the interface conventions of the most popular RTS games. 


As far as possible the interface will be consistent throughout the Campaign and 
Battle levels of the game. This means that left click will generally execute the 
default action and right click will generally bring up a context sensitive menu. 


The Mouse 


The Cursor 


The cursor will be used to convey information and also to show the default 
order/action of the left mouse button, i.e. if the default action of the left button is 
Attack when the cursor is over an enemy unit then a sword will be shown. 


Right Click Menus 


The right click menus be radial and iconic. The right click menus will be context 
sensitive and will relate to the currently selected units. 


Mouse Buttons 


It will be possible to configure additional mouse buttons as short cuts to keyboard 
commands. 


Mousewheel 


The Mousewheel is used to zoom on the map. As the height of the camera 
increases the angle of elevation is also raised. 


Confirmation of Actions 


When an order is given there will be an obvious confirmation of the order. If an 
order which is attempted is not possible, for example trying to move to an 
inaccessible area of the map, the cursor tool tip will explain why that action can’t 
be performed. 


On Screen Buttons 


Buttons 


Buttons will be context sensitive, only those buttons which are appropriate for 
orders to the currently selected unit will be shown as able to be selected, others 
will be removed or greyed out. 


Buttons will toggle to clearly show when they are pressed, giving the player 
additional information about the status of the selected unit. 


Unit Icons 


Unit icons will convey information about the units type, status and action. Units 
will be able to be directly selected from their icon or on the map. 
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The Keyboard 


Keyboard Shortcuts 


There will be a range of keyboard shortcuts which duplicate the actions of the on 
screen buttons and other commands. 


Keyboard Modifiers - Ctrl, Alt & Shift 


The Ctrl, Alt and Shift keys will be used to change the mode of the mouse buttons 
and the keyboard shortcuts. For example on the battlefield Ctrl toggles group 
commands, Alt toggles alternate attacks and Shift toggles queued orders. 


The Campaign Map Interface 


The Campaign Map interface conventions are designed to be as consistent as 
possible with the battlefield interface so that the transition between the levels is 
as intuitive as possible. Additionally it includes many of the interface features of 
the Medieval: TW campaign map with some features of Civ3 and Heroes of Might 
& Majic. The interface conventions have been designed to be as consistent as 
possible with the Battle Interface 


Note that the keyboard shortcuts and buttons can be reconfigured. 


Note: Ideally the format and interface conventions of the campaign map interface will be 
the same as the battle interface so that it feels consistent and the player is moving 
through different areas of the same game rather than jumping between two games. This 
can be addressed both by refinements to both the battle and campaign interfaces. Steve 
is mocking this up for further discussion. 


On Screen Information for Settlements 

These should be extensive as in Civ3 and should include 

e Name of settlement 

e Icon to say what building is being built or what training is taking place in a city 
e Colour code text if something is wrong. 

e Under building have garrison name and governor 


Radar 

It needs to be large enough to show the following information 
¢ position of the current view [as in Medieval] 

e faction control [as in Medieval] 

e highlight location of currently selected unit or settlement 
e highlight location of capital and faction leader 


Faction colours 

e Each major faction gets a colour <as per MTW>. 

e Minor faction will get a different shades of grey as the rebels do in medieval at the 
moment, this is because it is going to be able to get enough colours that will be 
different enough 

e Battlefield = two different colour combinations 

e Make the Senate different from all the other factions in the game. White was one 
suggested colour. Other roman factions = purple, red, blue 


Banners - on Campaign Map 

e Medieval banners do a good job of showing faction, size of army, level of general - 
have to retain this. 

e Must also show remaining action points/movement. 
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e Should show 'strength' of army rather than simply number of men. 
e Men on the current Rome map do not look like they are on the map. They need 
shadows or something to make them look better. 


Unit Cards 
e Use icons [not numbers] to show attack, defence, experience. 
e Attack and defence will represent absolute values rather than upgrade levels. 


Garrison in a settlement 

When a settlement is selected it needs to be easy to show either the buildings in the 

settlement or the garrison in the info panel 

e In Medieval this is done by clicking on the region or the castle. 

e For Rome click on the settlement to show buildings or click on the flag to show 
garrison. 

e Also have a button on the interface panel to toggle between buildings or garrison. 


Size of the pop-up info screens 

Pop up screens should be no more than half the size of the overall screen up in order to 
enable the player do stuff on the map while the screen is up, e.g. if you select a character 
on the pop-up you can still see and select them on the map 


UI Panel 

e Right click radar to bring up overview map - half screen so it is still possible to 
navigate on the main map. 

Small button for Garrison/Building toggle - use to show ancillary units in army. 
Try to increase relative size of radar - compared to build/train buttons. 

Drop down central panel 

Show Generals rank - stars 

Show Action Points 

Name of faction next to faction symbol. 

Localisation - confirm font size. 

Drag and Drop 

e Cards to merge units 

e Units to create new armies or merge armies 

Army Screen Buttons 

e Retraining Upgrade - if near settlement 

e Merge Units 


Campaign Map Graphics 

e Rivers: The 90 degree turns are a real eyesore. The river mouths obviously need 
to be fixed. 

e Water: The water surface isn't awful, but it's not as good as other games [once 
again WC3 is lovely]. 

e Forests: As discussed before carpets of forest would look better than the current 
huge individual trees. Some spot individual trees [like the palm trees in deserts] look 
good. 


Interface Panel 


The Interface Panel is presented in a similar format to Medieval. When a region is 
selected it displays the following: 


> Build Button - Brings up the settlement screen and tech tree building 
options. 


> Training Button - Brings up the settlement army screen and unit training 
options. 


> Info Panel - A central panel which shows the buildings in a selected 
settlement or the units in a selected armies. 
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Mouse Controls 
> LMB 


o Select - automatically centres the camera on the selected character 
or settlement. 


o Issue order - e.g. move or attack. 


o Drop down menu if multiple options are available - for example 
‘merge’ or ‘deselect’. 


o Deselect - if selected piece is clicked again. 


> Drag When Selected - As the cursor is moved when a unit is selected the 
units movement path on the map is displayed. 


> Double LMB 
o On selected piece [unit or settlement] - Bring up info screen. 
> RMB 


o Context sensitive order menu. The buttons include the info screen 
at the centre and a ‘deselect’ button on the radial menu. 


o Information screen for selected item - presented as the central 
button on the right click menus. 


> 3° MB [when present] 


o Deselect 


Active Cursor 


The cursor is context sensitive and changes to show the default order, for example 
an arrow for movement, a sword for attacking and an open gate for entering a 
settlement. If an action is invalid the cursor will show a red cross. 


Unit Selection and Movement 


When a unit is selected the movement path will be ‘dragged’ across the map as 
the cursor moves from the selected piece. A single click will issue an order. 
Clicking the selected piece will deselect it. 


Drop Down Menus 


If a character has multiple order options when a target is selected then they will 
be presented as a drop down menu from which the desired option can be selected. 


The Map 


The campaign map is a continuous 3d map made up of tiles which shows terrain, 
units and settlements [cf. M:TW and Civ3]. 


Map Tiles - The map tiles each have distinct terrain types and topography which 
can be seen by the player when planning their strategic army movement [cf. 
Civ3]. 


Fog of War and Shroud - Areas which have not been explored by a faction are 
hidden beneath the fog of war while areas which are not currently in the line of 
site are beneath a shroud. 
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Faction Borders - The borders of the regions controlled by the faction will be 
shown on the map. It is possible to toggle the display mode so that the surface of 
the map is also colour coded to show the borders of various factions domains, with 
[for example] the players faction in green, allies in blue, enemies in red and 
neutral nations in grey. 


Highlights - It is possible for the player to highlight the bases of all of their own 
pieces. This creates a coloured icon at the base of each character and settlement. 


The Radar 


The campaign map radar shows an overview of the game world with a fog of war 
indicating the areas which can be seen by the player [cf. M:TW]. It indicates the 
current camera position, the position of the faction leader and the capital. It also 
has colour overlays indicating the borders of the players faction, as well as other 
colours showing allies, enemies and neutral nations. 


Clicking a position on the radar will automatically move the camera to that point. 


[wishlist] It is possible to enlarge the radar by dragging the bottom right corner of 
the window. 


[wishlist] Setthements and Armies can be toggled on/off on the radar. 


Faction Overview 


At the top right of the screen there is a box which shows the current faction taking 
their turn, including the faction icon, faction leader portrait and capital city. 


For the players own faction it will also show the total amount of money. Clicking 
on the faction leader portrait or the settlement icon will center the camera on 
them. 


The Camera 


Camera Perspective 


In the Campaign Map the camera looks down on the map at a fixed angle [cf. 
Civ3]. 


[wishlist] The camera can be rotated and zoomed. 


Camera Movement 


Zoom 


The camera can be moved with the arrows, the numpad or by moving the cursor 
to the edge of the screen. 


Shift speeds up the camera as in the battles and Caps Lock sets the camera to 
always fast. There will also be an option to set the default camera controls to the 
left of the keyboard [ASWZ]. 


The map is shown at a default level of zoom, it is possible to zoom in to 200% of 
the default view and to zoom out to 50% and 25% of the default view. The 
mousewheel can be used to zoom, and as it zooms in the angle of elevation of the 
camera is lowered to look across the landscape. 


Rotation 


It is possible to rotate the camera up to 30 degrees before resetting it back to the 
default position. 
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Keyboard Shortcuts 


There will be keyboard shortcuts corresponding to a number of the main interface 
functions. 


Function Keys 
> Fil Help - Toggle keyboard shortcuts and controls. 


> F2 Toggle Radar on/off 


Information 
> Shift Highlights loyalty status of settlements and armies. 


> Ctri+F Find settlement by typing in letters of name. 


Keyboard Shortcuts 


> R Recruitment Screen 

> T Training Screen [Skills] - The Academy 

> B Building Screen 

> M Merge depleted units in Army. 

> F Show faction borders 

> I Show info screen for selected army or settlement. 


Navigation 
> Arrow Keys/Numpad Move camera [cf M:TW] 
> + Zoom in on map 
> - Zoom out on map 
> Z Zoom down to battlefield view at cursor position. 
> Spacebar Speed up turn 
> Tab Select next available unit with AP’s remaining. 
> Shift+Tab Select previous available unit with AP’s remaining. 
> Home/H Move camera to capital 
> Click On Radar Move camera to this position [cf. M:TW] 


Unit Selection - within an Army or Garrison 


> Escape Exit to in game menu 
> Enter Deselect All 

> Ctri+ LMB_ Select multiple cards 
> Ctri+A Select all cards 
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> Shift + LMB Select cards between cursor [cf. Windows] 

> Tab Tab forward through cards 


> Shift + Tab Reverse tab through cards 


Game Options 


> Enter Confirm menu selection 
> Y/N Yes/No on menu options 
> Ctri+S Quick Save 

> Ctrit+L Quick Load 


Information & Help 


Event Notifications 


Event windows or pop-up windows showing gameplay events [cf. M:TW]. See 
‘Campaign Map Screens’ below for more information. 


Labels 


There will be an immediate label for each object on the Campaign Map when the 
mouse is held over it. This will be shown on the toolbar at the top of the screen. 


Tool Tips 


The mouseover tooltip for units will show summary details of the army, character 
or settlement which it is held over. 


The colour of the text will also indicate information about the status of units, for 
example the players own units will have white text, allies will be yellow and 
enemies will be red. This will apply for both the Campaign Map Armies and the 
Battlefield Units. 


After the mouse is held over an object on the Campaign Map for a longer period of 
time a detailed tool tip will come describing the functionality of that item. This is 
followed by a series of help tips describing the functionality [cf. M:TW]. The 
information scrolls in the following order depending on the object the cursor is 
held over. 


> Character Tooltip Unit type, if Named Character, name, help tips 
[vary by unit type] 


> Settlement Tooltip Name, size, if capital, province, governor, if 
garrisoned, founding date, help tips. 


> Army Tooltip Faction, generals name, supply level, valour 
level, help tips. 


> Terrain Tooltip Faction control, terrain type, upgrades [road 
etc.], fertility, help tips. 
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Unit Interface 


Unit Representation 


Unit Pieces 


Armies and characters are represented on the campaign map by animated pieces. 
The models animate to show when they are selected, their movement and their 
current action. The unit piece is accompanied by additional information, including 
the banner showing army size and strength and stars indicating the general’s 
rank. More detailed information, including the characters name and the remaining 
action points, can be brought up using the mouseover. 


It is possible to see if a unit has moved in a turn based on its stance and also there 
is an indication on the banner. 


Unit Banners 


Armies carry a banner which indicates the faction and army size & strength ina 
manner similar to Medieval: TW. The difference from Medieval is that the banner 
indicates the number of units in the army rather than the number of individuals. 
In Medieval it is quite deceptive when an army has small units of tough knights or 
artillery and appears to be empty. When an army is garrisoned in a settlement 
the banner is shown in the settlement. 


[wishlist] The army banner provides an indication of the constituents of the army 
divided in terms of infantry, cavalry, missiles and artillery. 


Advisors [wishlist] 


The characters in the game will act as advisors in a similar manner to the Advisors 
in Civilisation. 

When selected the characters will present the player with information regarding 
their current status and provide them with advice about what actions they can 
take to address specific gameplay issues. The unit information panel will include a 


dialogue box which will feature text of the advice. The nature of the advice will 
relate to the selected character. 


For example: 


> If asettlement is revolting the Governor could advise the player in methods 
to increase Loyalty. 


> If the faction is at war a General may advise the player to attack an enemy 
army or to train more troops. 


> If aspy is in enemy territory he may give the player hints/tips about the 
enemies strategies. 


> If a Roman faction is powerful a named character could advise the player to 
assault Rome. 


Unit Orders 


Unit Selection 


Units can be selected with a left click on either the campaign map piece or by 
double clicking them from any menu window in which they appear - for example 
double clicking a character on the family tree screen will select that character. 
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Left Click unit Select Character or Army 

Tab [or Mousewheel] Scroll through characters [or settlements] 
Tab Scroll through characters 

Shift+Tab Reverse scroll through characters. 


Tab Through Units 


Tab will tab through units which still have AP’s remaining in a turn. Shift + Tab 
will go backwards through the available units. 


Orders 
Movement Orders 


Units can be selected with a left click and ordered to move by clicking on their 
destination. It is possible to change the movement ‘mode’ of an army by putting 
them into alternate modes such as Quick March or Forage. 


> Left Click on destination Set waypoint 


> Click on waypoint Move to position 


Queued Orders 


As on the battlefield it is possible to queue orders for units on the campaign map. 
If a unit is given a movement order which is beyond the range of a single turns 
movement it can be ordered to move over multiple turns [cf. M:TW] and the 
number of turns required will be indicated on the cursor [cf. HOMM]. 


Actions & Missions 


Left Clicking on a Target on the campaign map will display the default 
action/mission which can be issued. Left clicking again will cause the unit to move 
and execute the default, or selected, mission [e.g. Assassin selected, click ona 
character target and the default action is Assassinate]. 


Other missions for a unit can be selected by bringing up the right click menu or 
pressing the appropriate button [e.g. Assassin Kidnap order]. 


Merging Units 


Units can be merged by dropping the unit card onto the target unit as in Medieval: 
TW. There is also an ‘automerge’ shortcut [M] which will merge all the depleted 
units in an army. 


Units cannot be split directly on the Campaign Map and this must be done on the 
Army Exchange screen. 


Unit Stacks 


Only one character piece can be shown at one time on a single campaign map tile. 
Therefore when there is an army containing a stack of multiple characters which 
can be selected, then holding down the right mouse button will show a list of all 
the valid characters which can be activated. When one of these characters is 
selected it will become the active character model and will be shown at the top of 
the stack while the other models will disappear until the active model is 
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deselected or moved away. If the character is in a settlement then they will 
overlay the settlement model[cf. Civ3 which works in the same way]. 


Settlement Interface 


The settlements in Rome: TW are analogous to the Regions in Medieval: TW and 
the settlements in Civ3. The actions which are performed in them are similar, in 
particular the key functions of the settlements are constructing building and 
training troops. 


Settlement Pieces 


The Settlement Piece on the Campaign Map indicates the size and culture of the 
Settlement. Text labels below the settlement piece show the name of the 
settlement. This text is colour coded to provide status information [e.g. red for 
rioting]. Icons indicate other information about the settlement [cf. Civ3]. 


When a settlement is selected on the campaign map the info panel will show the 
content of the settlement. 


It is possible to see if a settlement is garrisoned by looking at the army banner. A 
settlement with no garrison will not have a banner. 


More detailed information can be gained from the mouseover information, this will 
include the Governor and Garrison Commander name. 


[wishlist] If a settlement is revolting or suffering from a disaster event then smoke 
will rise from the settlement. 


Text 


Text beneath the Settlement Piece will show the name of the Settlement. The 
colour of the text may also change to provide status information [e.g. red if the 
settlement is revolting]. 


As in Civ3 the income of the settlement and the current building being constructed 
may also be shown. 


Settlement Selection 
Left Click 


> Select Settlement 

> Details of Settlement 

> Select Building or Training buttons 

> Select Information and Order screens 
Right Click 

> List of Characters in Settlement who can be selected 
Double Click 

> Bring up settlement info screen. 


> Select settlement from menu on any game screens - e.g. settlements 
summary screen. 
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Settlement Screen 


The main settlement screen is a full screen Summary view, which shows the 
buildings, the garrison and the characters present in the settlement. Additionally 
there is access to a Building screen and a Training screen where building and 
training orders can be queued and buildings can be reviewed. 


There are other buttons allowing access to all other actions related to the 
settlement, such as holding Games, setting local taxes etc. 


There is a window in the settlement screen which shows a slightly zoomed in view 
of the settlement and it’s Zone of Influence on the Campaign Map. Units can be 
dragged into or out of the Garrison, or characters can be dragged into or out of the 
settlement by dragging and dropping them into the area of the map shown on the 
window. 


There is a button on the settlement screen which allows the player to zoom down 
to the battlefield view of the settlement. 


[wishlist] There is an option to toggle the window view between the view of the 
settlement on the map and a [pre-generated] snapshot of the battlefield view of 
the settlement. 


Building Screen 


The building screen works in a very similar way to M:TW. The screen displays 
each of the available buildings as well as the remaining slots for that settlement 
size. These slots have to be filled before the settlement can be upgraded. It is 
possible to queue up buildings in the construction queue. 


The tech tree consists of a combination of Buildings and Plug-Ins. Essentially 
Buildings are the major facilities to which the Plug-Ins are attached and each 
Building represents a different gameplay thread [e.g. Barracks = Training]. 
Clicking on a building will show the plug-ins for that building as well as their 
functionality. 


Tech Tree Interface 

Only ‘Buildings’ are shown on settlement screen. 

Plug-ins are accessed by clicking on buildings [cf. RTS games] 
Maximum of 5 plug in ‘slots’ per building. 

Each slot indicates available upgrades [cf. HOMM] 

Green - can be built/upgraded 

Red - cannot be built/upgraded 


Gold - is at maximum level. 


Training Screen 


The training screen works in a similar way to M:TW. It displays the units which are 
able to be trained and the cost and time which will be required to train them. The 
relevant statistics and description of each unit can be displayed on a unit info 
screen which also shows any relevant upgrades which the unit gets by training in 
that settlement [e.g. Weaponsmith weapon bonus]. 


When units are placed in the training queue it is possible to queue up units of a 
specific type. This is indicated with a number in the bottom right hand corner of 
the unit card in the queue. The number of units to be trained can be stacked up to 
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9 and then it can also be set to ‘infinite’. If an alternative type of unit is going to 
be placed in the queue it is placed in the next slot. 


The Building and Training Queue 


Multiple buildings or units can be placed in the queue. In the training queue units 
of the same type can be ‘stacked’ within a single slot. The stack can be between 
1-9 units with the next figure being ‘infinite’, so the settlement will continue to 
churn out that unit type as long as there is money available. So for example the 
first slot on the queue could have 4 legionaries, the second slot could include 2 
auxiliaries and the third slot could include another 2 legionaries. 


There is an option to pause the building or training queue in any region. 


Automated Management 


It will be possible to select a Governor and to automate the production, resource 
management and diplomatic attitude of a Settlement. The Governor can be set to 
Focus on any one of the main gameplay threads [Economic, Technology, Loyalty, 
Military, Diplomatic]. 


As in M:TW it is possible to automate separate aspects of the game including 
> Building 

Training Troops 

Training Agents 


Taxes 


VV V WV 


Skills Training 


Garrisons 


Units which are in a settlement will be Garrisoned. The number of men a 
settlement can hold is determined by the size of the settlement. Armies which 
visit the settlement but are not garrisoned will be posted outside of the 
settlement. 


Capital Cities 


Each faction in the game has a capital city [cf. Civ3]. The capital city piece will be 
unique for each Faction rather than just for each Culture. 


Campaign Map Screens 


Details of the features covered in each of these screens are detailed in the 
relevant section of the design. 


Faction Screen 
Displays 
> Name & portrait of the Faction Leader 
Number of Characters by type. Sorted by Named and Lesser Characters. 
Number of Armies, number of troops 
Number of Cities, Population size 


Heirs and Adoption candidates. 


VV VV WV 


Senate Status - Influence level and titles held 
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> 
> 


Diplomacy Status - Alliances, Wars 


Option to set overall wage level for armies [effects Loyalty]. Or make one 
off payment. 


Option to set overall tax level. Option to demand one off tax payment. 
Change capital city 


Hostages held. Can be killed or released. 


Characters Info Screen 
Displays 


Vv 


VV VV WV 


Name 

Faction 

Age 

Profession 
Experience Level 


Skills: Military, Administration, Diplomatic and Subterfuge 
skills. 


Reputation: Dignitas [respect] and Dread levels which influence 
loyalty. 


Location/Status: if Hostage or in Besieged settlement 

Last Action & Current Order 

Loyalty 

Achievements: History - battles fought [won/lost]; Mission Results 


Retire Option: If retired to Academy can upgrade Academy based on Skills. 
If retired to Senate can provide Influence bonus. 


Character Overview Screen 


Can be sorted by type of character. Click on a Character to zoom to their position 
on the map, with view of terrain. Double click on a Character to bring up the 
Character Info screen 


> 


VV V WV 


Name 

Character Type 

Army Size - infantry/cavalry/siege engines/ships 
Status - if garrisoned; in enemy territory; siege 


Supply & Consumption - show how long they can operate at current rates. 
Show wages. 


Activity Points - shown graphically, not numerically 


Last Action 
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Settlement Overview Screen 


Shows a list of all the Factions settlements sorted by size with the Capital at the 
top. Click on Settlement to zoom to settlement on map, with view of the terrain. 
Double click on Settlement to bring up Settlement Info Screen. 


> Name 

Governor Name and Rank 

Population size 

Income [can be negative] 

Garrison Present & Garrison size 

Currently training 

Settlement Level 

Currently building 

Loyalty - highlight if revolting, rioting or in disorder 
Culture [% Roman/Greek/Egyptian etc. ] 


Siege/Blockade status 


VV VV VV VV VV WV 


Events - Natural Disasters; Mob Riots etc. 


Settlement Info Screen 


Displays 
> Name 
> Level of Settlement 
> Name and Level of Governor 
> Name and Level of Garrison Commander 
> Siege Status: length of siege; how many assaults; casualties taken 
> Food status 
> Loyalty status 
> Buildings present - Access building info pics and construction options. 
> Construction Queue: 
> Training Queue - Access unit information and training options. 
> Fortification Level and status 
> Characters present 
> Settlement History - Founded; Destroyed; Conquered; Assaulted but 


defended; Besieged; Siege Lifted; Good Years / Bad Years; Events 
[Disasters etc.] 


Building Selection Screen 


Enables selection of Mission Targets from a list for Sabotage where multiple 
targets are available in a Settlement. 
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Trade & Diplomacy Screen 


The Trade & Diplomacy screen is split vertically and horizontally. One faction is on 
each side of the screen, with terms on the top and resources offered or threats 
made on the bottom. Once the offer has been prepared it can be proposed. The 
other faction can accept/reject or make a counteroffer. 


The two negotiators present will be shown on their respective sides. 
> Diplomatic Options - Treaty negotiations and war declarations. 


> Treaty Types and Terms - Alliance; Ceasefire; Surrender; Declare War; 
Trade Treaties; Military Access 


> Trading - Money; Settlements; Characters; Threats; Map Information; 
Hostages, Daughters. 


> Show known diplomatic states of each faction. To make it clear that, for 
example, you can’t ally with an ally of someone you are at war with. 


Senate Screen 
See ‘The Senate’ section below for details of each position. 


Activated by having a Character in Rome and clicking on Rome. 
Displays 
> Influence & Status by Faction, including some lesser factions. 
> Titles held, by which Faction and Character. 
> Senate Titles: 
o Consul 
Quaestor 
Governor - of each Roman Settlement 
Aedile 
Praetorian Prefect 
Censor 
Praetor 
Prefect 


Tribune 


(os © © © es © en © es © © ©) 


Imperator 


Pre Battle Screen [and Siege Assault] 


Note that the pre-battle screen is shown on the Campaign Map, and it is only if the 
battle is chosen to be fought in real time that a zoom to the battlefield takes 
place. 


The pre-battle screen displays 
> Action Points available - To spend on deployment or tactical actions. 


> Reinforcement options - Armies with adequate Activity Points to enable 
them to join the battle in time. 


> Choose time for battle - Effecting weather, costs Activity Points. 
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> Choose Fight, Withdraw or Auto-Resolve - If Auto-Resolve is selected 
there are a range of tactical options. 


Note that separate Army & Naval versions required. 


Post Battle Screen 
The pre-battle screen displays 


> Statistics - Win/Lose of each troop type 
Kill ratio 
Character deaths 


Doctor - Recovery of wounded 


VV V WV 


Quartermaster - Recovery of equipment and loot. 
> Prisoners Captured - Characters 


Note that separate Army & Naval versions required. 


Siege/Blockade Screen 


Show siege status, including length of siege, number and result of previous 
assaults and casualties. 


The Siege/Blockade Screen displays 

> Assault Option - go to Pre Battle Screen 
Engineering - build siege engines [Activity Point cost] 
Sapping - commence sapping [Activity Point cost] 


Poisoning - attempt poisoning [Activity Point cost] 


VV V WV 


Diplomacy - dispatch Diplomat to attempt bribery or coercion. Brings 
up limited Diplomacy/Trade screen. 


> Open the Gates - dispatch Spy on Mission. 


Army & Navy Exchange Screen 
Allows characters, units and resources to be exchanged between armies. 


> Naval embarking screen allows armies & characters to board or leave 
ships and for navies to exchange characters and units. 


Capture & Hostage Screen 


Shows Units and Characters which are captured can be released, killed or sold as 
hostages. 


Skills Training Screen 
Comes up when a Character is in a settlement. 
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> Skills available to be learnt in Settlement. Skills which can’t be learnt 
because the Character doesn’t have the requisite Experience or Money 
will be shown, but greyed out. 


> Time and Cost to learn each skill. 


Queue for learning skills. 


Mission Target Screens 
Displays 
> Select target to assassinate, or kidnap. 
> Select building to target for sabotage. 


Event Notifications 


As in M:TW there are a series of Event Notifications. Some important notifications 
are presented automatically as pop-up windows which must be expanded, others 
drop down on the side of the screen and must be opened up by the player. The 
pop-up notifications have icons indicating which category they belong to 
[Disasters, Missions, Faction Events such as Births, Diplomatic, Building/Training 
notifications]. Each category of notification can be switched off by the player. 


Urgent events are highlighted, Events which have been read are greyed out. 
Events are removed at the end of each turn. 


When an event is presented the player has the option to zoom to the location of 
the event. 


Game Menu Screen [Esc] 
The game menu screen enables the player to do access the following options. 
> Load/Save 
> Game Options - Audio; Video; Gameplay; Controls 
> Escape/Quit 


Help Window [F1] 
Displays 
> Keyboard shortcuts and explanations of onscreen buttons [cf. Diablo 2] 


> Hints & Tips, which are context sensitive to the current area of the 
game. 


Summary Screens 


The player will have access to functional information screens for the following 
aspects of gameplay: 


> Economic Summary Screen - will show a budget summary for the 
year, based on the balance between income and expenditure. This will 
take into account earnings from taxes, harvest, resources and 
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miscellaneous costs such as Diplomacy, Bribery and Plunder and 
expenditure so far from wages, building costs etc. The screen will also 
allow the player to set Tax and Wage levels. 


Military Summary Screen - will show the size and status of armies 
and generals and will allow players to disband or issue orders to armies 
and to organise their Generals. 


Diplomatic Summary Screen - will show the player the status of 
alliances and the location and status of governors, diplomats and 
emissaries. 


Loyalty Summary Screen - will show the player the level of unrest in 
each of their cites and the chance of revolt. Will enable the player to 
commission games/events or subjugate populations. 


Agent Summary Screen - will show the location and status of spies 
and assassins and the location of any known enemy spies and 
assassins. Will allow the player to go to any espionage unit and issue 
orders. Will also show current captured enemy characters held by the 
player. 


Faction House - shows the status of the characters Faction, the 
location and status of each of the named characters within the faction 
and gives the option to adopt new characters into the faction. 


Pop Up Menus & Events 


The pop-up and windows on the Campaign Map provide information about the 
associated event and present any options available to the player. As in Medieval: 
TW the windows will display mission options before a mission and mission results 
after it has been attempted. 


Where there are gameplay options associated with the Event, for example a 
Revolt in a settlement, the player will have the option to immediately go down to 
the relevant settlement or character to take action rather than having to wait for 
all the event windows to be displayed before having to return at the end of the 
turn. When an event window comes up the settlement or unit which it relates to is 
clearly highlighted and the camera will zoom to focus on the target. Also there is 
an option to access a ‘history’ of events so that earlier events can be reviewed 
and the settlement or unit they relate to can be jumped to. 


There are also specific pop up menus for Diplomacy and Trade. 


> 
> 


Character Window - shows Missions and Mission results 


Army & Navy - shows Battle Options and Battle Results - including 
sieges and Naval blockades 


Events - shows 


o Disasters - including Natural Disasters and the appearance of 
Barbarian Hordes 


o Bounties - such as bumper harvests from farming or mines. 
o Revolts & Riots 


o Faction Events - e.g. births, coming of age, marriage and 
death 


o Historical Character Events - the appearance of famous 
historical leaders, rebels, artists, scientists, philosophers or 
religious figures such as Boedecia, Seneca or Jesus. 
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o World Events - such as a Faction leader death, a faction being 
eliminated or 2 faction’s declaring war. 


o Triumphs - for achieving Triumph conditions. 


o Senate - Most Senate positions are represented as one off 
events. 


> Building & Training - Building completion notifications and new unit 
Training options. 


> Diplomacy - Options and Results 
> Trade - Options and status 


The Battle Interface 


The battle interface is the same as Medieval: Total War with the following 
changes. 


> Left Click and Drag - Selection Box across terrain [cf. Sacrifice]. 
o Option for ‘classic’ setting in front end. 


o Alt + drag for dragging out formations. 


Vv 


Right click while dragging out formation or group formation cancels 
order. 


> Arrow indicator on ground shows formation direction when changing 
facing. 


> +/- add/subtract from formation depth. 


> Cursor indication of ‘state’ - waypoints [shift], groups [ctrl], secondary 
orders [alt] 


Mousewheel to raise/lower camera also changes elevation. 
Ctrl + #: Assign Group 
#: Select Group 


VV V WV 


Group formations move to Shift + # 


Exactly as per Medieval - except 
e Left Click and Drag - Selection Box across terrain [cf. Sacrifice]. 
o Option for ‘classic’ setting in front end. 
o Alt + drag for dragging out formations. 
Right click while dragging out formation or group formation cancels order. 
Mousewheel to raise/lower camera also changes elevation. 
Arrow indicator on ground shows formation direction when changing facing. 
+/- add/subtract from formation depth. 
Cursor indication of ‘state’ - waypoints [shift], groups [ctrl], secondary orders [alt] 
Ctrl + #: Assign Group 
#: Select Group 
Group formations move to Shift + # 


On Screen Displays 

e Radar: Show terrain and terrain features and highlight relevant information 
- currently selected units, commanders, buildings, mission objectives, units engaged. 

e Selected Unit: Bobbing banner is too subtle and should be visibly highlighted [in 


MTW or Rome]. Should look like battle standards. 
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e Cursor: Animate the cursor to make it's functionality clearer - e.g. slashing 
sword for attack rather than static sword. 

e Order Issued: re Warcraft3 - the animated onscreen acknowledgements every 
time you issue an order make things much more instantly accessible. 

e Cursor Icons: The artillery/siege engine icon [the dangly ball] isn't very clear. 


Seperate ones for siege engines and artillery. 

e Mouseover Tip: These should be in a box on the bottom right [re WC3] rather than 
over the cursor where they currently block a big chunk of screen. 

e Drag Box Select: Should be a nice, clearly highlighted box, ideally it would be lovely if 
it was like Sacrifice and dragged over the terrain. 

e Group Selection: When you have a group selected in Medieval you get a bar over the 
whole group, in Rome you get a small tab and a bar surrounding the group. The long 
bar is easier to select. 

e Selected Unit off screen: Put an arrow at the edge of the screen pointing in the 
direction of the selected unit if they aren't in the field of view [cf. FIFA]. 

e Cursor: show bonus/penalty for combat 
e highlight aura of cursor 


e Cards 
e Basic: unit type, number, action, experience 
e Detailed: fatigue, weapon/armour levels 


The General & General Commands 

Rather than having a separate panel that shows up when you click the general icon, why 
not put his portrait in a box [in the same format as the campaign map] with his General 
Orders [rally, group formations, chat] within or attached to the box. Keeping the 
General's name and details on display would help to personalise him and build the link 
with the campaign map. Also, he should be clearly differentiated on the battlefield. 


Mouseover Unit Info 
Box in corner of screen [cf. Warcraft 3] not next to the cursor. 


Siege Ladders 
Defenders can push back from walls if they are unmanned? 


Fast Play 

Single click selection on same screen as difficulty. 
e Turns off fatigue, morale, ammunition. 

e Tweaks up base speed slightly. 


Unit Cards 


As in M:TW there is a set of unit cards at the bottom of the screen which 
corresponds to the units on the battlefield and units can be selected or orders 
issued directly via the cards. 


As in M:TW the unit icons will indicate the following information: 
> Unit type 

Current Action 

Combat Ability level 

Fatigue level - highlight when exhausted 


VV V WV 


Morale level - highlight when wavering, routing, impetuously attacking 
or beserk. 


> Primary and Secondary Attack 


> Weapons and Ammunition. Including an indication of the quality of 
weapons and armour. Note that this number represents the actual 
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attack and defence values [not the upgrade levels as in M:TW]. Note 
that the primary and secondary weapons can have separate levels. 


> Status - for example if siege engines are damaged/destroyed this will 
be indicated on the card. 


The image of the unit on the icon will change to illustrate the current action of the 
unit [e.g. if he is moving the picture will show the unit walking]. 


The Generals icon will be at the left of the row of icons, and will be coloured in the 
faction colour to differentiate it. Clicking on the Generals icon will bring up the 
buttons for the General commands [Chat, Group Formations, Rally]. 


Ordering Cards 
By default the unit cards are ordered by unit type and category. 


Mouse Controls 


The Cursor 


The cursor is context sensitive depending on the Unit selected and the target it is 
held over. It will generally select the default ‘action’ for the left button - e.g. 
‘attack’ if held over an enemy unit, move if held on the ground, ‘merge’ if held 
over an allied army. It will animate to make this even more obvious. 


Mouse Functions 
The mouse controls used in the game are based on the M:TW interface. 


> Left Mouse Button — Select/Order [Primary Attack]. The cursor will 
change and animate to display the LMB action. 


> Click and Drag — Group Select or Change Formation [depending on 
controller Config]. The default setting for left click and drag is a 
selection box, the alternative configuration is the traditional Total War 
interface where click & drag is used to drag out formations. 


> Double Click — Run/Charge. Run if the ground is clicked on, Charge if 
an enemy is clicked on. Move Camera to a unit if the players unit or 
unit icon is double clicked. Move camera to a point on the map if no 
units are currently selected. The camera moves by smoothly flying 
across the landscape to the new viewing position. There is an option to 
have the camera track units that have been zoomed to when double 
clicked. 


> Right Mouse Button — When a unit is selected right click will bring up 
a radial, iconic context sensitive menu; the menu will display orders 
which are appropriate for the currently selected unit or group of units. 
Unavailable orders will be greyed out. When no unit is selected the 
right mouse button operates as ‘mouselook’. 


> Mouse wheel — Scroll or Zoom. When a mouse wheel is present, it 
can be used to scroll through the list of the currently selected item [e.g. 
units or cities]. Alternatively the mousewheel can be set to zoom in/out 
from the battlefield. 


> Mouse Button 3 - Acts as the default LMB option for the alternate 
control config. So if the config is for click and drag to act as a selection 
box then the third mouse button will drag out formations, if the config is 
set for the LMB to drag out formations [traditional Total War] then the 
third mouse button will be a selection box. 
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> Additional Mouse Buttons - Additional mouse buttons can be 
reconfigured with any of the keyboard modifier buttons or shortcuts. 


> Drag & Drop Selected Unit - Units can be merged or attached to 
siege engines or buildings by being dragged and dropped onto each 
other from the unit icon bar. Units can also be merged by having their 
icons dragged and dropped onto the icon of a unit of the same type. 


> Both Mouse Buttons - Holding down the L and R buttons together will 
modify the camera control so that moving the mouse left and right pans 
the camera, while forward and back zoom in/out [cf. ‘Ground Control’]. 


The General 


Generals have their own icons in battle. By selecting this icon the player will 
access the general’s commands. These include: 


Chat - The player can chat to allied human or Al armies. 


Group Formations - The group formation buttons can be accessed. Each group 
formation will have a numbered shortcut which can be accessed by Alt + #. 


Rally - The Rally command is not issued to units directly, but is issued through the 
General. The command then radiates out from the General. 


If the general is killed then the player will lose access to these commands. 


Allied Armies in Battle 
Allied or reinforcing armies in battle cannot be controlled directly by the player. 


Battlefield Camera 


In the battlefield view line of sight issues are resolved by restricting the area in 
which the camera can be moved. The method used will be the same as the elastic 
camera restraints in M:TW. 


Camera Controls 


The camera controls are virtually the same as M:TW. The camera can be rotated, 
moved forward and backward and strafed. Also the tilt and height of the camera 

can be modified. The speed of the camera can be accelerated with the Shift key 

and the camera can be set to ‘always fast’ with the Caps Lock key. 


Additionally the mousewheel can be used to raise/lower the camera. 


Battlefield Radar 


The radar shows the terrain, major objects such as buildings and forests and the 
position of units. 


Units on the Radar will be indicated by small icons showing the faction [indicated 
with colour] formation [shape] and the size [size] of the unit. This is designed to 
make it easier to select and issue orders to units directly from the Radar. The 

icons will use motion blur to show the direction and rate of movement of the unit. 


It is possible to select units and issue orders directly on the radar [cf. M:TW]. 


The radar will take into account line of sight information and will feature a shroud. 
This will include reduction of the line of sight based on fog or darkness. 
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The radar will also indicate 
> The position of Generals - note that Generals cannot be hidden. 
> When units are engaged - red flash [cf. Warcraft3]. 
> When units enter the line of sight - green flash [cf. Warcraft3]. 
> Major terrain features and buildings. 


Note that the radar and all the on screen buttons in the game can be hidden [re 
M:TW] 


Speed Setting & Timer 


Rather than the continuous slider of Medieval there is a VCR style timer with arrow 
icons for Play, FF, slow and Pause commands. There are be 5 main speed settings 
which can be selected with the slider bar: 


> Pause - Orders can be issued to units and queued while the game is 
paused. 


> Slow - It is possible to play the game at a reduced speed, 
approximately 60% of normal speed. 


> Normal - This will be the default speed. It will be paced to ensure that 
even beginning players can easily keep track of the action. 


> Fast Play - This will be speeded up by approximately 25% over the 
base speed. This will still enable the game to be controllable, but will 
be a bit faster for more advanced players. 


> Double Speed - This will be for situations when the player wants to 
speed through a period of play, but does not want to lose track of the 
action. 


> Maximum Speed - This will generally only used in situations where 
the result of the battle is already determined, such as for mopping up at 
the conclusion of a battle. 


Order Mode Modifiers 


There are three main modifiers to the mouse functions - Group Orders [Ctrl], 
Secondary Orders [Alt] and Queued Orders [Shift]. 


As well as having the Ctrl, Alt & Shift buttons on the keyboard there are also an 
option to have on screen buttons which toggle these modes [cf. C&C Red Alert 2]. 


Ctrl - Group Selection 


Groups are be indicated by having their unit cards joined together as well as 
having a bar and tab at the top of the group which enables the entire group to be 
selected with a single click [cf. M:TW]. Individual units can be selected within the 
group by clicking on their icon. 


CTRL — used as a modifier to toggle unit selection and to create groups to receive 
orders [as in M:TW]: 


> + Left Mouse Button — Toggle Select [allows deselection of units] 
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> 
> 


VV V VV VV VV WV 


+ Right Mouse Button — Group/Ungroup 


+ Double Click (on group) — Select all of that unit type. Works within 
a group. 


+# - assign group / # - select group 

+A - select all 

+M - select all missile units. 

+H - select all melee units. 

+1 - select all infantry. 

+C - select all cavalry. 

+B - select all artillery 

+F - Save Custom Formation / F - Load Custom Formation 
+S - Quick Save 

+L - Quick Load 


Alt - Forced Moves & Secondary Attacks 


> 


ALT Key [or 3" MB] — used as a modifier for forced moves and 
secondary attacks & orders [as in M:TW]: 


o Left Mouse Button 
= Force Move 
" Secondary Attack 


o LMB Drag — Change the unit formation by dragging out a new 
rectangular shape for the unit to adopt. Ghosts are used to 
indicate where the troops will end up standing after the move. 
Note, see above for the option to change the default setting to 
the traditional Total War interface. 


o Right Mouse Button — Click and drag to create an arrow on 
the ground. The unit will change facing to the direction of the 
arrow. A single click will simply make the unit fact the direction 
of the click, but the facing will still be indicated with an arrow on 
the ground. 


Force Move & Secondary Attack Orders 


Force Moves have a range of effects depending on the context. 


> 


> 


> 


> 


A force move order issued to a unit with a secondary attack [such as 
archers whose secondary attack is melee] will order the unit to use 
their secondary attack. The secondary attack for artillery units is to 
force-fire at the ground. 


A force move order issued to a unit will order the unit to move to that 
position and retain their original facing when they get there. 


A force move order issued to attack an enemy unit will order the unit to 
attack that unit and ignore any intervening enemy units. 


A force move order given to a unit which is engaged in combat will 
order them to withdraw in order [a normal move order will simply order 
them to disengage individually]. 
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Shift - Queued Orders & Waypoints 


The shift key is used to queue orders. When shift is held down all the currently 
queued orders will be shown on screen. Arrows on the map will be used to 
indicate connections between queued orders. 


Up to eight orders can be queued for a unit. 


> SHIFT Key — used as a modifier for waypoint setting and order 
queuing [cf. M:TW]. 


o Left Mouse Button — set waypoint or assign a queued order 
for a unit. More than one waypoint can be set for a unit at one 
time. Waypoints can be clicked and re-selected after they have 
been set. When selected they can be dragged to a new position, 
or can have orders associated with them [using right click 
menu], which allows the player to queue more detailed orders. 
When the game is paused all waypoints are automatically 
displayed. Arrows are used to link waypoints. 


o Right Mouse Button - [if over waypoint] bring up menu for 
setting orders and melee states for the unit when they reach the 
waypoint. 


o +# - Select Group Formations. 


Keyboard Commands & Buttons 
There are keyboard shortcuts corresponding to all the main interface functions. 


The shortcut button will be highlighted in the text of the mouseover tool tip for 
each button [cf. Warcraft 3] 


Toggle Run/Walk U 
Group Units Toggle G 
Unit Formations 
> Square S 
Column O 
Wedge W 
Mob M 


Circle | 


VV VV WV 


Special P 
> Close/Loose toggle L 


Melee States 


> Defend D 
> Engage at Will E 
> Skirmish K 
> Withdraw T 
Rally R 
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Note that the Rally command is issued to commanders rather than to units. When a 
commander/general is ordered to rally he will attempt to pass the order to units 
within his command radius. 


Home Zoom Camera to General 
Tab Toggle through Armies [or cities]. Armies from a 
single faction can be controlled. Armies from Allied factions can be reviewed. 
Pause Pause - orders can be issued and queued while 
paused. 
Space-bar Show target position ghosts. 
Enter Deselect All 
Backspace Halt and clear orders 
Fl Help - show interface functions. 
F2 Toggle display of Radar 
F3 Review status and objectives 
F4 Toggle display of on screen buttons 
F5 Refresh - clear all orders 
F6 Toggle display of icons 
F12 Quicksave 
Esc Options Menu 
Camera 


The camera controls work in fundamentally the same way as Medieval: Total War. 


Arrow Keys Camera up, down, left & right. 
+ & - Keys Change height of Camera [constrained] 
1 & 3 on Numlock Strafe Camera 
1&* Change tilt of Camera 
Shift Increase Camera Speed 
Shift + double click on unit Tracking camera - will lock onto unit. 
Caps lock Always fast Camera 
Mouse Wheel Raise/lower camera 


Alternate Camera Configuration 


WASZ keys Can be assigned as default camera controls which overrides 
the other shortcuts and assigns them to Shift + key. 


Taskbars 
The on screen buttons can be hidden [cf. Windows task bars]. 
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Other Commands & Functions 
Rally Points 


The player can set rally points for units. These can either be locations or buildings 
[such as the baggage train] or they can be characters or other units [such as 
commanders]. 


Man Siege Engines 


Units can be ordered to man siege engines [such as battering rams & ladders] and 
artillery or to abandon them. 


Enter Building 


Units can be ordered to enter or exit buildings [to garrison] or towers [to reach 
battlements]. Units ordered to enter towers will automatically emerge at the 
other end. Only defenders from cities are able to garrison buildings. 


Display Target Position Ghosts 


Holding down Spacebar brings up a ghost image showing the destination of all the 
factions units. The ghosts are be highlighted or blended to differentiate it from 
the actual units. 


Move in Formation 


The ‘hold formation’ command will result in units moving in a coherent fashion in 
which they retain their relative positions as they move. When individual units are 
in hold position they will wheel and advance when they move rather than breaking 
formation, moving and then reforming. When groups are in hold position they will 
keep their relative positions when moving. 


When units are not in ‘hold formation’ they will break formation and move to their 
new position before they reform [cf. M:TW]. 


Disengaging 


Units which are faster than the unit they are engaged with will be able to 
disengage from the enemy if they are in battle. This can be done simply by giving 
them a move order to another position [cf. M:TW]. 


Units off the Edge of the Screen 


When a unit is selected and it is not currently visible on screen an arrow will show 
at the edge of the screen indicating the direction and distance of the selected 
units with a small version of the unit icon. This will operate in a similar manner to 
Sports games which show when the selected player is off screen. 


Walk/Run 


Units may be toggled between the mode of walking and running - i.e. they can be 
ordered to run to get to their next waypoint faster, or if they are currently running 
they can be ordered to slow to a walk. 
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Tool Tips & Labels 


There are two types of tool tips in the game. When the cursor is held over a game 
icon or button the tool tip will provide Help information about the functionality of 
that button or icon [cf. M:TW Campaign Map tool tips]. Help information will only 
pop up after a delay, and the longer the cursor is held the greater the depth of 
info which will pop up. 


Alternatively when the cursor is held over an object in the game world [unit, 
building, place, victory objective etc.] the tool tip will provide information about 
the content and status of that object [cf. M:TW Battlefield tool tips]. The level of 
Information about in-game objects, which comes up, will be scalable depending on 
their distance and the info available to the player. Unlike M:TW the tool tip will 
appear in the bottom right of the screen [cf. Warcraft 3] rather than over the unit. 


When different interface modes are toggled a label for that mode will appear at 
the top of the screen. For example when Alt is held down the label will show 
Formation Mode, when Shift is held down it will show Waypoint Mode. 


[wishlist] There will also be an info window in the interface [either the bottom bar 
or beneath the radar] which will have instant labels for all objects in the game 
world [cf. Diablo]. 


Scaling of Tool Tip Information 


With regard to enemy Units on the battlefield the information will scale as follows 
from far to near. 


1: Faction name only 

2: Faction name & troop type 

3: Faction name, troop type & number of soldiers 

4: Faction name, troop type, number and current action 

5: Faction name, troop type, number, current action, combat status 


[winning/losing], if General, morale status. 


The players own units they will always provide the highest level of information on 
the tool tip. 


Also, like Medieval: TW, the tool tip should also be colour coded. 
Red = enemy unit 
White = own unit 


Yellow = allied unit 


Messages to Allies [wishlist] 


In battle messages can be sent to other armies though a menu-driven system 
similar to that used for wingmen in flight simulators, and it is possible to request 
assistance from allies. The same messaging system will be used for both human- 
and CPU-controlled allies; in the case of CPU-controlled allies messages are the 
only way of changing the Al’s orders to its units. 


There will be a Talk button on the task bar, which will activate the messaging 
system in battle. This will be hierarchical: 


(Level 1) The Allied Character to be addressed... 


(Level 2) ...on a general subject area... 
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(Level 3) ...with a specific message. 


The menus will be context sensitive, so irrelevant messages will not be displayed 
to the player. Keyboard shortcuts will be standardised so that no more than three 
key-presses are needed to send any message (cf. the Wing Commander and 
Battlezone titles with their wingmen messaging). 


For example: The messaging system hierarchy first gives players the list of 
potential addressees, for example: 


1: Sillius Soddus 
2: Biggus Dickus 
3: Sendhervictorius 
4: Appianglorius 


Then a list of possible general subjects for messages (possible sub-messages are 
shown as nested): 


1 Support 
1 — my flank 
2 — my next attack 
3 — my advance 


2 Retreat 
1 — pull back to geographical feature 
2 — pull back to cover my flank 
3 — general retreat off map 


3 Advance 
1 — advance to geographical feature* 
2 — general advance along battle line 
3 — keep up with my troops! 


4 Attack 
1 — a geographical feature* 
2 — an enemy grouping unit* 
3 — an enemy character* 


5 Do you need help? (Transfers temporary control of 
nearest unit of relevant type) 


1 — I can commit cavalry 
2 — 1 can commit archers 
3 — 1 can commit infantry 


4 —I can commit {special*} 


* In each case, a relevant list would need to be generated on the fly, based on the 
battlefield features or units in play. 


So to send an attack enemy group message to Sillius Soddus, it could be done by 
selecting the elements needed or by pressing 1, 2, 2, x where x is the target 
identifier. 


The appropriate allied character portrait would then be shown responding to this 
message. 


Similarly, messages are played to the player using the same basic mechanism. 
Character portraits are used to indicate which ally is speaking at any one time. 
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The Campaign Game 


Empire Building and Resource Management 


At the grand strategy level Rome: Total War includes many features of the most 
popular turn based strategy games, predominantly Medieval: Total War, but it also 
draws on features and interface conventions of Civilization and Heroes of Might 
and Majic. 


It is at this level that the player gathers resources, builds cities and fortifications, 
trains and deploys their armies, manages the economy, controls populations and 
conducts diplomacy with rival factions and civilisations. 


The Campaign Map 


The game takes place on a map of Europe which is scaled at approximately 1:10, 
giving a game world some 500km across. This will be scaled according to testing 
and balancing to achieve an appropriate game length and degree of complexity. 


Note that the target game length will be comparable to M:TW. 


Map Size/Scale 

> Player must be able to tell where they are in the world. 

> Must be able to plan moves and see strategic information. 
> Radar helps with this. 


World Size 
> Large areas of the map aren’t useful for gameplay 
o Limit camera access to ‘useless’ areas - e.g. north east. 
o Cut map 
o Define areas as wasteland - outside of region map 
> Can distort areas of the map to help playability - e.g. Italy and Greece. 


Map Tiles 

> Should provide useful tactical information about the battlefield - terrain and 
topography. 

> Should clearly show terrain type - especially differentiating areas where units 
can’t move [mountains, dense forest etc.]. 


Campaign Map View 


The top-down Campaign Map view will be approximately 32km across at the 
default view - but it may be zoomed in up to 200% and zoomed out up to 25% of 
this perspective. 


Units and Engagement 


Armies and Characters can either be located within settlements or they can move 
about on the Campaign Map. When they are on the Campaign Map they will 
occupy a tile on the Map. 


Armies will radiate a Zone of Control to neighbouring squares. When Armies or 
Characters enter each others Zone of Control or an occupied square they will be 
considered to have engaged. 
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Fog of War and The Shroud 


Areas which have not yet been explored on the map will be covered by a Fog of 
War. After an area has been explored, but if it is not currently in the line of sight 
of a unit it will be covered by a shroud so that areas of the map that are not 
currently under observation by the player’s units will be greyed out [cf Civ3 etc.]. 
All units under the shroud will disappear. When enemy cities are unveiled and 
then go out of sight beneath the shroud the settlement icon will remain frozen at 
the level of development they were last seen at. Note that capital cities can 
always be seen. 


Moving into the Fog of War 


The movement orders allow passage into the fog of war outside of the line of 
sight. When a player issues a move order to a tile which is covered by the fog and 
it is an invalid tile, such as impassable terrain or a character/settlement, then the 
movement path will be displayed as though it was valid. Then as the unit moves 
and the fog is uncovered the unit will stop at the tile adjacent to the invalid tile. If 
a character/settlement tile has been selected which would normally result in an 
engagement or action then the movement also stops before the unit reaches this 
tile. 


Allies are able to share Map information as a treaty condition. 


Campaign Map & Battlefield Coherence 


The terrain on the battlefield directly corresponds to the terrain on the Campaign 
Map across the whole game world and it is possible to zoom from the Campaign 
Map to the Battlefield at any point. When Armies are engaged and fight real time 
battles the game will zoom down to the Battlefield. It is also possible to zoom 
down to the battlefield at any point not covered by the fog of war or a shroud in 
order to review the terrain or settlements. 


The battlefields themselves are limited to an area approximately 1.6km across. 
However although the battlefield terrain is effectively continuous across the whole 
world for each engagement the battlefield will have edges corresponding to the 
Campaign Map tiles. This means that each army has a Home edge from which 
they arrive and deploy, and to which they will retreat or tend to route. The 
direction from which reinforcements arrive will also match the appropriate side of 
the battlefield 


For the player the edge of the battlefield will be defined by the radar and by the 
restriction of camera movement [cf. M:TW]. Although the playing area is 
constrained to a single tile the view will extend across the terrain to the horizon 
beyond the edge of the battlefield. 


The Campaign Map and Battlefield are coherent across the game world and 
changes in one view will carry over to the other: 


> Upgrading a settlement, building fortifications [walls or forts], upgrading roads 
or carrying out any other economic function will change icon(s) on the 
Campaign Map will make these constructions appear on the battlefield. 


> Expanding farmland and deforestation will be reflected on the Campaign Map 
and the Battlefield. Developed Campaign Map tiles will feature farms on the 
Battlefield. 


> Seasonal changes will be shown on the Campaign Map and the Battlefield. In 
winter in northern and alpine areas rivers or lakes may freeze [allowing troops 
to move over them] and mountain passes may be blocked. 


Strategic disasters such as floods, earthquakes, famines and plagues will have 
visible effects on both the Campaign and battlefield maps. 
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Zoom to the Battlefield 


The game will allow the player to zoom down to battlefield at any point within 
their line of sight at any time during their turn, not just when a battle is launched. 
This will enable them to survey terrain, view cities and buildings and review their 
armies and fortifications. 


[Wishlist] When they zoom down to a settlement there will be ambient civilians 
wandering the streets with a range of animations, such as sweeping, market 
traders gesticulating, actors in the theatre and gladiators in the arena. If there is 
an army garrisoned they will be able to review them and move them around. 


Transition from Campaign Map to Battlefield 


The zoom transition to the Battlefield view will be a swoop from one state to 
another with no actual player control over the intermediate camera positions. 


There will be a loading screen that will come up as the camera drops from the 
Campaign view. Depending on the time required by the loading screen it may be 
used to present other relevant information about the forthcoming battle, or may 
simply focus on presenting the most unobtrusive graphical transition [e.g. passing 
through a cloud layer]. 


Tech Tree Buildings on the Battlefield 


Buildings in a settlement are present on the Battlefield and can be destroyed in 
battle. If a building is destroyed on the battlefield it will be considered as 
damaged on the campaign map. A damaged building can be rebuilt during the 
campaign map turn. When it is rebuilt the cost will be reduced relative to the 
original building cost and all of the attached plug-ins will be retained. 


[wishlist] It will be possible to download additional buildings and plug-ins into the 
game. 


Strategic Information 


The scale of the game on the Campaign Map and the degree of information 
required by the player is comparable with empire building games such as M:TW, 
Civ3 or HOMM. 


Animated 3d pieces are used to represent armies and characters and to give an 
indication of their current status &/or action. Additional layers of information can 
be brought up as a tool tip when the cursor is positioned over the piece. The 
amount of data presented on the tool tip will scale depending on the information 
available from spies, scouts and the presence of other units. Alternatively layers 
of information can be toggled on and off and different information modes [Political 
Economic, Military, Loyalty] can be selected on the map. 


The basic information presented can be broken down into the following: 


> Settlements — The Size, Civilisation type and level of development of 
settlements [e.g. cities and forts] will be displayed on the settlement 
icon. Other man made upgrades such as walls and mines will also be 
shown. Status information about the settlement will be indicated with 
text and icons. 


> Military - Armies & Navies are shown as icons, along with an 
indication of their approximate size [re. M:TW]. All armies must have a 
General [Navies an Admiral], and his rank will be indicated on the Army 
icon - if the army is clicked the portrait of the commander is brought 
up. 
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> 


Characters - Campaign Map Characters such as Governors and Spies 
will have their own campaign map pieces. When Characters travel with 
Armies or Navies they are hidden within the Army stack until they are 
selected. 


Terrain Type — whether an area is primarily forest, desert, or 
farmlands, for example, along with the topography. This is important 
both to strategic movement and also because of the coherence with the 
battlefield. [see Terrain Types & Climate Zones list below] 


Strategic Geography — this shows key geographical features such as 
coastline, rivers, mountain passes and impassable terrain such as 
swamp, dense forest, mountains or wasteland. These are all 
strategically important to the movement of units and the gathering of 
resources. 


Frontiers and Provinces - The extent of the ZOI of the Factions will 
be shown with coloured borders and the territory will be shaded. This 
will be shown on the campaign map so that players can clearly see the 
extent of their empire, and that of their enemies. This information can 
also be reviewed on the overview map. 


Climate Zone & Season - The seasonal effects need to be shown - 
where in Winter rivers freeze over or mountain passes are closed as 
well as where snow will cover the Battlefield. 


Fog of War & Shroud - A fog of war covers regions which have not 
yet been explored. It is not possible to move to the camera to these 
regions. 


Events — In game events such as settlement riots, civil unrest, slave 
rebellions, games, famine and plague are indicated on the Campaign 
Map. Climatic events, such as Harvests & Famines will affect the entire 
game world consistently rather than being faction specific. 


Upgrades - Roads, bridges, walls and trade routes [land and sea] will 
be shown on the Campaign Map. They will update to show when they 
are passable/impassable [which can be seasonal] or whether they are 
subject to pirates/bandits. [wishlist] Trade routes will be indicated with 
moving caravans or ships. 


The boundaries of the Empire and the location and size of major cities will be 
saved at key points [each 25 years] so that the player can see a generalised re- 
run of a game as history, showing how he conquered the world and built a mighty 
empire (cf. Civ3 and Age of Empires). 


Movement on the Campaign Map 


The concept of Activity Points [AP’s] regulates movement of armies and units on 
the Campaign Map. Each army has a certain number of Points based on their 
status and the strategic and logistical skills of the general in charge. AP’s can be 
spent on a variety of tasks within the turn. 


> 


Movement — The distance it is possible to move in a turn is effected 
by terrain, season and weather, the size, troops and baggage of an 
army [an army can only move as fast as it’s slowest unit] and by the 
movement order [e.g. forced march]. The distance of movement 
possible in a turn will be based on the movement range minus any 
Action Points which have already been spent. 
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> Resource Gathering — Armies can forage for food or pillage land. 
The amount of food which can be gathered will depend on the fertility 
of the tiles which the army is residing on or moving over. Pillaging will 
make populations unhappy and add to the Dread of the General. 


> Construction & Road Building — Armies can build camps & forts as 
well as building or upgrading roads and walls. Note that only Roman 
armies can build walls on the Campaign map. 


> Missions - Characters or Armies can be deployed on Missions. 


> Exchanging Units & Un/Loading - Armies can exchange units or 
characters. Armies can load or disembark from navies. 


Default Actions 


When a campaign map unit is moved to engage another character or settlement 
the following actions will bet the default. 


Alternative orders can be accessed with the right click buttons or by selecting the 


order buttons. 


Unit Target Default Action 
Army/Navy [General or Enemy Army Attack 
Admiral] 
Enemy Besiege [enter & occupy if 
Settlement undefended] 
Allied Army Merge. The highest Rank 
Named General will become 
General. 
Allied Settlement | Garrison 
Enemy Diplomat Diplomacy Screen 
(option to capture or kill) 
Enemy Option to Capture or Kill 
Spy/Assassin 
Allied Character Merge 
Ship Board 
Spy Allied Settlement | Enter 
Suppress Revolt 
Enemy Spy 
Settlement Incite Revolt 
Allied Army Merge 
Suppress Mutiny 
Allied Character Merge 
Ship Board 
Assassin Enemy Army Target List 
Order Menu 
Enemy Target List 
Settlement Order Menu 
Allied Settlement | Enter 
Order Menu 
Allied Army Merge 
Target List 
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Allied Character 


Merge 
Target List 


Ship 


Board 
Target List 


Governor/Diplomat 


Enemy Army 


Diplomacy Screen 


Enemy 
Settlement 


Diplomacy Screen 


Enemy Character 


Diplomacy Screen 


Allied Settlement 


Enter 
Admin Screen 


Allied Army 


Merge 


Allied Character 


Merge 


Ship 


Campaign Map Information & Icons 


Board 


The icons for cities, fortifications and roads on the Campaign Map will convey 
information about the size and status of the settlement or fort. The icons will also 
vary based on the Culture of the faction which they belong to. 


Settlements 


Settlement icons are located at the center of a tile, and for larger settlements the 
icon can expand to cover neighbouring tiles. Also the surrounding tiles may be 

used to indicate fortifications and development or exploitation of resources, such 
as mines and farms. The icon will display 


> Faction and Culture - The settlement icons are unique for each 
Culture, and the Capital icons are unique for each Faction. 


> Size - There are six levels of settlement, fort or village, town, large 
town, city, large city and huge city. This size of the settlement 
indicates the population level and effects the number and level of 
buildings which can be constructed. 


> if Capital - each faction will have a capital city. If this is captured or 
destroyed it will have a major morale and loyalty effect. If a Capital is 


lost a new capital must be nominated. 


> Port - Ports are attached to settlements and they effect trade and 
provide the ability to build navies. Ports can be built on coasts. 


> if Fortified - The presence and level of fortification of settlements is 
indicated by walls around the settlement icon. 


> if Garrisoned - If there is an army present it’s banner will be visible 
attached to the settlement icon. Note that if no army is present ina 
settlement then an attacking army can enter it and take control without 


resistance. 


> Status - Special circumstances effecting the settlement are indicated 


using icons. 


o Besieged or Blockaded 


o Disaster 
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o Famine 
o Plague 


o Revolt, Riot or Disorder 


Forts & Fortifications 


Forts can be built away from existing settlements and later upgraded to Towns. 
Forts have no population or ZOI of their own, however if they are garrisoned the 
army will project a ZOC. Roman armies are also able to build Walls on the 
campaign map. 


The Campaign Map icon for a fort will indicate the following. 


> Size - There are three levels of fortification, camp, fort and fortress. 
Fortifications are differentiated from settlements in that they do not have a 
Population. 


> If Garrisoned - Show the presence of a defending army. Spies can reveal 
the actual make up of the army. 


> Status 
o Besieged or Blockaded 
o Disaster 
o Famine 
o Plague 
o Revolt or Mutiny 


Resources 


The presence of resources is indicated on the Campaign Map, the following 
information is displayed. 


> Presence - The presence and quantity of resources in a particular tile is 
indicated on the map. For example the presence of gold is shown with a 
stack of ingots or a seam of gold. 


> If Harvested - If a resource is being harvested this is shown with the 
placement of a mine, forestry etc on the tile. Each mine will have three 
levels of development. Each increase in size will increase the income, 
which is derived from the mine. 


> Resources 


o Forestry - harvests Wood, provides bonus [speed] to shipbuilding 
and artillery production. 


O Quarry - harvests Stone or Marble. Provides bonus to building 
[reduced cost and increased HP of defences]. 


o Mine - harvests Gold or Iron. Gold provides Denarii. Iron provides 
an Armour & Weapon bonus to local troops. 


o Winery - produces wine, which also provides a happiness and trade 
multiplier bonus 


o Farm - provides a population growth bonus. Does not create direct 
wealth. 


o Fishery - provides a population growth bonus and a small trade 
multiplier bonus. 
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o Wild Animals - provides a large trade bonus if trading with Rome. 
Provides bonus to building of Arena. Allows training of some types 
of Animal units, such as Wild Dogs and Elephants. 


> Luxuries - in addition to mined resources some buildings can produce 
luxuries [Pottery, Jewelry etc.], which provide both income and a trade 
multiplier bonus. 


Roads, Walls & Rivers 
These will be indicated on the map 


> Roads - Roads increase the distance which can be travelled and provide a 
multiplier for trade. The campaign map representation of roads and will 
indicate their level - from dirt track to stone road to imperial highway. 


> Walls & Gates - Walls and gates can be built by armies. They are shown 
on the campaign map. Gates can be crossed freely if they are not 
garrisoned. 


> Bridges & Fords - the position of bridges and fords shows where rivers 
can be crossed. Some rivers freeze over in winter and can be crossed 
without a bridge. 


Wonders 


There are two types of Wonders in the game. Those which already exist at the 
outset of the campaign, and those which can be built by the player during the 
course of the campaign. All Wonders are displayed the Campaign Map and are 
also be present on the battlefield. Capturing Wonders confers a range of faction 
wide bonuses [cf. Civilisation]. 


Wonders which can be constructed 
> The Coliseum 

Roman 

Population Loyalty Bonus 

Army Morale Bonus 


Dread bonus to Faction Leader 


o Oo 0 89 80 


+1 Valour for all Gladiators 

> Temple of Baal 

Carthaginian 

Population Loyalty Bonus 

Army Morale Bonus 

Dread bonus to Faction Leader [thanks to the human sacrifices] 


o Oo 0 8 O 


+1 Subterfuge to Faction Leader [-1 if lost] 


Existing Wonders 
> Pyramids of Giza and the Sphinx 
o Egyptian 
0 Population Loyalty Bonus 
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o Army Morale Bonus 
o +1 Gravitas to Faction Leader [-1 if lost] 
> Statue of Zeus at Olympia 
Greek [owned by faction at start] 
Army Morale Bonus 
Population Loyalty Bonus 


+1 Gravitas to Faction Leader [-1 if lost] 


o Oo 80 OO O 


+1 Valour to Hoplites 

> Temple of Artemis at Ephesus 
Greek 

Population Loyalty Bonus 


Faction wide Population Health Bonus 


o Oo 0 90 


+1 Dignitas to Faction Leader [-1 if lost] 
> Mauseleum of Helicarnassus 

Greek [All] 

Population Loyalty Bonus 


+1 Gravitas to Faction Leader [-1 if lost] 


o Oo 0 90 


+1 Dignitas to Faction Leader [-1 if lost] 
> Colossus of Rhodes 

Greek [All] 

Trade Bonus to nearby settlements 


+1 Acumen to Faction Leader 


o Oo 0 90 


+1 Valour to Warships 
> Lighthouse of Alexandria 
o Greek [All] 


o Faction wide Trade Bonus 


o +1 Rank Bonus to all Admirals [-1 if lost] 


> Stonehenge 

Barbarian 

Population Bonus 

Army Morale Bonus 
Population Loyalty Bonus 
+1 Rank to Druids 


o Oo 0 O08 O 


Resources 


Some tiles on the campaign map contain resources which can be mined or 
harvested. The term Mine is used to indicate that a resource is being harvested, 
however it’s a bit of a misnomer because the ‘resource capability’ is actually built 
within a settlement to process a resource which is harvested within the ZOI. So 
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the settlement builds a ‘gold smelter’ or a ‘timber yard’ rather than a gold mine or 
forestry. Because the resource manager is within the settlement it is not possible 
to gain control of a mine and derive income from it without also controlling the 
settlement to which it is attached. 


The greater the level of the resource within the ZOI the greater the level of mine 
which can be built, and the level of income is determined by the size of the mine - 
so every Level 2 Gold Smelter provides the same level of income. Once a mine 
has been built to harvest the resource this will then be shown on the Campaign 
Map overlaying the resource tile. 


Most resources are considered to be permanent and do not run dry when mined. 
The exception to this is forestry and as wood is harvested forest can be removed 
from the tiles surrounding the settlement. This will turn the square to grassland or 
the equivalent base terrain for the climate zone. Forest will not return once an 
area has been cleared. 


Although there are a range of resources, the financial harvest from all of them is 
represented as Denarii, which is the single economic resource in the game. 
Additionally some resources may also confer trade, building, loyalty or unit 
training bonuses. 


When a settlement is under siege it ceases to gain income from any mine that is 
associated with it. 


Campaign Map Location Bonuses [wishlist] 


There are a number of tiles on the campaign map which provide bonuses or 
penalties to an army which enters this tile. These can be either one off 
‘treasures’, permanent bonuses or random events and their results may be either 
consistent or random [cf. Civ & HOMM]. Bonus locations include. 


> Lost Horde - An ancient stockpile of gold which gives a cash bonus to the 
faction which finds it. Random location, one off bonus. 


> Oracle - A religious temple which will cast oracles for the player, these will 
have a positive or negative effect on the morale of the army and the 
Dignitas of the General. Some oracles may also provide information in the 
form of letting the player see hidden areas of the map. Oracles can be 
revisited, there is a denarii cost for information or oracles and the result is 
random. 


> Temple/Library - These are standalone locations which work in a similar 
way to an Academy and which can provide Skills training to Characters for 
money. 


> Spring - Arefreshing source of fresh water which can give an AP boost to 
an army for one turn. These can be revisited. 


> Mercenary Camp - Provides troops which can be recruited for a denarii 
cost. 


> Oasis/Stockpile - Provides a food bonus to the army. Oasis’ can be 
revisited. Food stockpiles are one-off. 


Settlements & Regions 


Regions 
Underlying regions defined across the campaign map. 
> Display on the Campaign Map 
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e Outer borders [frontiers] of regions which are controlled are shown on 
the map. 


e Internal borders or all region borders can be toggled on/off as an option. 
e The default setting is for frontiers to be shown. 


e Names of settlements are displayed on the campaign map along with 
other status information [cf. Civ3] 


> One settlement per region. 


e Each settlement has a defined position within the region. The faction 
which controls the settlement ‘owns’ the region and can construct 
buildings and train troops from the tech tree. 


e Settlement locations are defined in the campaign setup. Base 
settlements are at village level. 


e =|lf the Settlement is not controlled by a faction [e.g. at the start of a 
campaign] or has been destroyed [e.g. by a disaster] then it’s location 
is shown as a neutral ‘village’ with no population or tech tree buildings. 
In this case it can be conquered and controlled by simply moving an 
army into it. 


0. Alternative - regions can have settlements destroyed or 
abandoned and the settlement can be ‘built’ by an army which 
enters the region. This option is presented as an Event window 
and a build button is placed on the interface for that region. 
Selecting ‘yes’ in the Event window or pressing the button sets 
the army in the region to automatically move to the [defined] 
location of the settlement and start building. 


e Region size can vary based on the location on the map. 
> Disputed Regions - if an enemy army is in a region then it is disputed. 
e Cut off Farming income and Trading income. 


e Farming: enemy army blocks in Zone of Control [3x3 squares] 
e Trade: blocked if enemy army is on trade route. 
e Siege: blocks all income. 

Disputed Regions 

Farming: -25% per enemy army. 


> Raid Battle [wishlist] 
e Additional attack type launched from Siege window. 
¢ Can destroy buildings and region upgrades. 
e Defender has option to sally out. 


e Replaces ‘Pillage’ and ‘Despoil’ army actions. 


Region Upgrades 


Upgrades are done through the tech tree - not by Army Actions or Engineers 
[deleted]. 


Roads 


> Built from the tech tree. 
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> 3 levels available at different settlement levels. 
o Dirt Road - Large Town 
o Stone Road - City 
o Highway - Large City 
> Automatically placed towards the frontier of the region. 


> Automatically link with roads which have been built in neighbouring 
regions. 


Bridges & Rivers 
> Bridges placed automatically when a road goes over a river. 


> Rivers are impassable other than via a bridge or at a defined crossing 
point. 


Forts 
> Built from Tech Tree. 
> 2 Forts per region available - at different settlement levels. 
o Fort 1 - Large Town 
o Fort 2 - Large City 


> Can be manually placed in region when built. Green shows valid 
position, red shows invalid [cf. RTS building placement]. 


Walls 


> No manual placement of walls - they are placed automatically when 
they are built from the tech tree. 


> Built from tech tree and only available in defined regions - as Wonders. 


> Come with Forts automatically placed along the length. 


Trading Fleets 
> Built from tech tree [as Roads]. 
> Provide trading bonus. 


One fleet can be built per adjacent region/trade route. The links are 
defined in the campaign map. 


> Trade routes are indicated with moving ships [wishlist]. 


Regions 


There are a number of underlying regions on the campaign map. Each region 
contains a settlement which is positioned from the outset of the campaign. The 
faction who controls the settlement controls the region. The terrain of the region 
tiles determines the resources which can be managed and harvested from the 
settlement. If an enemy army is in a region then it is contested and provides no 
farming, mining or trade income. 
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Settlements 


There is one settlement per region. Settlements are placed on the map at the 
outset of the campaign. 


Some settlements at the outset of a campaign may be at village level and will not 
have garrisons or belong to a faction. 


Camping, Entrenching & Forts 


Romans automatically entrench in one turn after one turn. 


When an army does not move for a turn it will automatically spend its AP’s on 
establishing a camp. Camps are not permanent and will cease to exist as soon as 
the army moves away. 


If an army does not move for two turns it will automatically entrench and upgrade 
the camp with defences. These defences may include earthworks, palisades and 
trenches. However, they are also non-permanent and will be lost as soon as the 
army moves on. 


All Armies other than Barbarians can entrench. The Romans get the best defences 
from entrenching. 


Forts 


A Fort does not have a Population. Because it does not have a Population there is 
no recruitment pool and it is not possible to construct buildings or to train soldiers. 
Because it does not have a ZOI it cannot Supply Armies. However, it does 
enhance the ability of an Army stationed in it to Forage and an army stationed in a 
Fort will forage automatically. 


It possible to build more fortifications at a fort without upgrading it to a Town. 


Villages 


Villages are present on the battlefield and will generally start off as neutral 
settlements which can be relatively easily conquered by Factions to be upgraded 
into Towns. Factions are not able to build villages. Because the building is done 
by armies they will start with Forts, which are then upgraded directly to Towns. 


Villages may spring up spontaneously on the map if particularly fertile areas of the 
map are underdeveloped. 


Governors 


Settlements can be administered by a Governor and the experience and skills [see 
‘Characters’ below] of the Governor will modify the performance of the 
settlements, for example some economic skills will increase the production of the 
settlement. 


Settlement Names 
Settlement names are assigned in the campaign. 


<wishlist> Names will change automatically when the culture of the settlement 
changes. 


<wishlist> The player is able to manually change the name of the settlements. 
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Settlement Size 


The Size of a settlement is determined by the Population size and the buildings 
which have been constructed. The size in turn determines the number and level 
of buildings that can be built in the settlement. When the Population of a 
settlement and the number of buildings has grown high enough then the size of 
the settlement can be raised a level using the upgrade button. 


The placing of buildings within a settlement and defences around a settlement are 
based on a defined plan and are outside the direct control of the player. Some 
buildings are counted as core buildings that will always be in the heart of the 
settlement; other buildings are peripheral and will always be to the edge of the 
developed section of the settlement. 


Building Slots 


There are a limited number of slots for buildings at each size. In order to create 
more slots the size of the settlement needs to be upgraded. In general the 
number of slots are fairly close to the number of buildings which are available at 
that size, however not all buildings can be built at every size so there are strategic 
decisions to be made by the player regarding the specialisation of a particular 
settlement. 


Settlement Fortress | Building Population Maximum | Persistent 
Size Size* Slots [+1 Size Units in 
for Rome] Garrison 

Camp 0) 0 No 

Entrench | 0 0 No 
Village Fort 0 500 [Village] Yes 
Town 2 1,000 Yes 
Large Town 4 5,000 12 Yes 
City 6 20,000 14 Yes 
Large City 8 50,000 18 Yes 
Huge City 10 100,000 20 Yes 


Upgrading Settlements 


Once a Town has been founded the size can be upgraded to increasingly larger 
settlements. This is done by pressing the Upgrade Settlement button on the 
Campaign Map building screen. Upgrading is expensive and takes several years 
and no other Buildings can be constructed while it is taking place. When a 
settlements size is upgraded the plan of the settlement automatically extends to 
the new size, the walls are moved out, the building slots are replaced and the 


ambient buildings and housing are automatically replaced. 


There are a two pre-requisites for upgrading a settlement. 


> Population - The Population has to reach a threshold in order for the size 
of the settlement to increase. Note that once the Population size has 
reached the ceiling for the current settlement size it cannot continue to 
grow until the settlement size is upgraded. 


> Buildings - The core building [the Palace or it’s equivalent] has to be 
upgraded to the appropriate level before the settlement can be upgraded. 
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It is also necessary to fill the other building slots at each size of settlement 
before the settlement can be upgraded. 


If a settlement fails to meet the pre-requisites for its current size, for example 
because a significant proportion of the population has been killed or buildings 
have been destroyed, then it will downgrade to a smaller size. This generally 
happens when a settlement is conquered or when a faction deliberately destroys 
the buildings in a settlement to get some quick cash. 


Capital Cities 
Each Faction has a capital city, and there can only be one Capital per faction. The 
Capital must be nominated by the Faction, and will be shown as the Capital on the 
Campaign Map. Capitals are always visible on the Campaign Map even if they are 
outside of the line of sight of a Faction. There are some unique buildings which 
can only be built at the capital. 


The cost of building or upgrading settlements increases proportionately with their 
distance from the Capital. 


The distance of a settlement from the Capital will also have an effect on the 
Loyalty of the settlement. 


Constructing Buildings & Plug Ins 


Once a village or town is founded it is possible to construct buildings within it from 
the tech tree. Each culture and faction in the game has a unique tech tree. 


Cost of Buildings 


Buildings will have a Cost in Denarii. This cost will be deducted in total 
immediately when the Building is selected to be built. A Building can be selected 
to be destroyed and a proportion of the money used to build it [approx. 35%] will 
be recovered. 


Building Menu & Build Queues 


Only Buildings which are currently enabled [i.e. all their pre-requisites are met] 
will be shown in the Building Screen and on the Build Queue. 


Buildings can be queued up and the next building will be commenced as the last 
one is completed. 


New buildings always take a minimum of one turn to complete. Plug ins, repairs 
or rebuilding of damaged buildings may take less than a turn, enabling multiple 
buildings to be repaired or upgraded in a single turn. 


Manpower & Build Time 


The Population of a Settlement represents the available manpower. Buildings 
have a build time expressed in the number of turns that they will take to 
construct. The number of turns taken is based on the manpower available, which 
is based on the Population level of the Settlement modified by Health and any 
other modifiers [such as a Stone Mason]. 


The time which it will take to construct a building, based on the current Manpower, 
will be shown when it is selected to be built. The amount of time remaining to 
construct the building may be reviewed by clicking the Building in the Build 
Queue. A new building always takes at least one turn to construct. 


[wishlist] Building time can be accelerated by spending additional Denarii [cf. 
Civ3]. 
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Levels of Buildings 


Buildings are constructed in settlements and are present in the settlement in both 
the campaign map and battlefield views. Buildings can have numerous plug-ins 
attached to them [cf. Age of Kings], for example a Barracks can have an archery 
range or stables attached and these are not separate buildings. 


Buildings can be upgraded through discrete stages that will increase their size and 
also their level of detail. The maximum number of upgrade levels for a building 
type will be four, corresponding to the number of settlement level upgrades. 


Construction 


Buildings are only shown on the Battlefield once they are completed. They are not 
shown at various stages of construction. 


[wishlist] buildings in the course of being built may have scaffolding on the outside 
to show that they are not yet active. 


Destruction 


Buildings on the Battlefield have 2 stages of destruction - damaged and 
destroyed. The damaged stage will be shown using the textures and fire & smoke 
effects. The destroyed stage will involve the building collapsing and will leave a 
pile of rubble. 


Note that this differs from walls that can be incrementally damaged and reduced. 
Debris from falling walls can damage troops beneath it. 


Repairing Buildings 
If a building has been destroyed in battle or by sabotage [it’s HP’s have been 
reduced to zero] then it will be possible to repair the building to its original level, 
with all of it’s plug-ins from the Campaign Map restored - e.g. if a Level 4 barracks 
gets destroyed the player will be able to rebuild a Level 4 Barracks immediately. 
The cost of repairing will be approximately 2/3 of the original total cost of the 
building, upgrades and plug-ins. 


If a building is destroyed on the battlefield and the settlement is conquered then 
the building is destroyed and cannot be repaired by the conquerors. 


Housing & Ambient Buildings 


Some buildings have no direct function on the tech tree. These include housing in 
settlements and farms in the Zone of Influence of cities. These buildings do not 
have to be built by the player and appear automatically depending on the size of 
the settlement. Destroying the housing in a settlement on the battlefield will kill a 
proportion of the Population of a settlement, up to a maximum of about 80% of 
the Population. Killing the Population will result in unhappiness. 


Settlements also include ambient cultural buildings such as parks and fountains 
which have no gameplay function. 


[Wishlist] The appearance of buildings will also reflect the status of the settlement. 
If the settlement is prospering then the streets and buildings will be clean. If the 
settlement is not being administered well then the streets and buildings will be 
dirty. 


Ambient Characters & Critters 


When a player zooms into a Settlement or Mine to view it on the Battlefield there 
will be some peasants wandering around the town and various characters 
engaged in different activities [market traders, cleaners, gladiators in the arena, 
actors in the theatre]. 
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If the Settlement is being assaulted or is under siege with a garrison present then 
these ambient characters will not be present. If the settlement is being sacked 
then they may be a token number of peasants defending the settlement. 


During battle birds will take flight from the trees when disturbed and vultures will 
circle overhead in some areas. 


[wishlist] When a player zooms down to look at countryside or farmland there will 
be some peasants and animals wandering around. The animals will include 
Horses, Pigs & Dogs [all taken from Army units] and may also include sheep, cattle 
and chickens. 


[Wishlist] Dolphins and sharks may be seen at sea. 


Cultural Variations to Settlement Plans 


Visually settlements vary across factions and cultures, so that a Greek settlement 
looks quite different to a Carthaginian or Barbarian settlement. However, factions 
can only construct buildings from their own tech tree, so when a settlement is 
conquered all new buildings which are constructed will be from the conquerors 
tech tree and they will progressively replace the native ones. When the 
settlement is upgraded the plan of the settlement will also change to match the 
conquerors culture. 


The Romans are able to build the largest cities, they have the greatest number of 
buildings and an additional building slot at each size. 


Fortifications & Defensive Upgrades 


Armies who stay encamped in the same region over a number of turns will firstly 
build camps and then forts. The level of fortification is determined by the culture 
of the army [Romans get the most developed forts]. Forts of this type decay when 
they are not occupied by an army. 


Settlements can be upgraded to be defended by walls and other defensive 
fortifications such as arrow towers. 


Walls and defences must be constructed and settlements do not automatically get 
defensive structures. 


As with the rest of the tech tree the maximum level of development of 
fortifications are dependent on the size of the settlement. When walls are built 
they are automatically placed around the perimeter and they automatically 
expand to the new perimeter when the size of the settlement increases. There are 
a number of types of defensive structures which can be built including: 


Walls - Levels 
Walls can be built around settlement to provide protection from enemy armies. 


The position of walls around a settlement is automatically matched to the 
settlement plan. Units can be placed on walls during deployment. 


> Wooden Palisade [wishlist] - A thin wooden wall. This can be built 
surrounding a village, fort, town or above. 


> Wooden Wall [wishlist] - This is a more solid wooden wall. Can be built 
surrounding a village, fort, town or above. 


> Large Wooden Wall [wishlist] - This is a larger wooden wall with platforms 
on which units can be stationed and towers for archers. A large wooden wall 
can be built surrounding a fort, town or above. 
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> Stone Wall - As the name suggests, this is a wall made of stone. It can be 
built at a Town or above. 


> Large Stone Wall - A thicker wall, which may have Towers. Units can be 
stationed on the walls and catapult platforms can be attached. Large Town or 
above. Ladders are not able to mount a Large Stone Wall. 


> Huge Stone Wall - The largest scale wall. Has covered towers and small 
artillery units [Ballista] can be stationed on the wall. Large City or above. 
Ladders or siege towers are not able to scale a Huge Stone Wall. 


By default walls do not come with a closable gate, just an open entrance [cf. 
Shogun: Total War]. Gates can be upgraded to increase their strength, and this 
can be done independently from the walls. There are wooden gates, reinforced 
wooden gates and iron gates. 


Gates open automatically for defenders, but not for attackers. 


Gates can be targetted and forced open by artillery, battering rams and melee 
troops. 


Towers 


Other 


Towers are automatically positioned at each corner of a wall and along the length 
of the wall. The size of a tower is automatically matched to the level of the wall. 


Towers are used by defending troops to mount the battlements and return to the 
ground. Units enter the tower at a gate on the inside at the base and exit at the 
top [or vice versa when descending]. 


Towers can be targetted and destroyed in battle. They have discrete levels of 
destruction. At the first level of destruction troops can still stand on the walls, 
however once the top level of the wall collapses all troops which were standing on 
it are killed. 


By default large stone walls and above feature towers. However it is possible to 
upgrade the ‘functionality’ of these towers with the following plug-ins. 


> Scout Towers - extend line of site from the settlement on both the Campaign 
map and in battle. 


> Arrow Towers - Troops within them can fire arrows - either out from or back 
into the settlement. Arrow towers are disabled if an enemy unit takes control 
of the tower. 


> Ballista Towers - Fire Ballista bolts. Otherwise they function in the same way 
as arrow towers. 


> Catapult Platforms - Platforms attached to the rear of the walls which can 
hold a large artillery piece. Note that catapults can only fire outwards. 


Defences [wishlist] 


There are other defensive upgrades which can be deployed along the walls. These 
enable units stationed on the walls to throw things at attackers. 


> Rocks - Rocks can be thrown at enemies. 
> Hot Sand - Hot sand can be dropped from the walls. 


> Boiling Oil - Boiling oil can be dropped on the heads of attackers. 
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Building Placement & Settlement Plans 


Buildings are constructed on the Campaign Map. Once a player has decided to 
construct a building it’s position in the settlement will be automatic. Because 
there are more buildings than slots available at most settlement sizes it is possible 
for the player to knock down a building that he doesn’t want to create space ina 
town for a new structure. 


Settlement Plans & Fortifications 
Each settlement for each nation at each size will have a defined street plan. When 
a settlement grows [or shrinks] in size the perimeter and the associated walls of 
the settlement expand automatically. 


Cultural Variation of Settlement Plans 
Each culture has their own settlement plan. When a settlement is conquered by 
another culture it will retain it’s existing settlement plan until the size upgrades at 
which time it will change to the settlement plan of the culture which controls it. 


Residential Buildings & Population 


Residential buildings are placed automatically depending on the Population size of 
the settlement. If they are destroyed during a siege or an assault then a 
proportion of the Population will be killed. This will reduce the Loyalty of the 
Population towards their new Lords, but will increase the Dread of the General who 
was responsible for the massacre. 


Roads 


Roads are built and upgraded by Armies as they move. Roads have the effect of 
speeding movement, extending the ZOI of a settlement, extending the line of 
sight of a units and enhancing trade. 


Road are initially built as tracks and can then be upgraded [Rome only] to 
highways. 


Settlement Attributes 
Settlements have a number of attributes defining them. 


These include: 


Population 


Population represents he number of people in a settlement. The size of the 
population determines the rate of consumption of food [which is particularly 
important during sieges], the base amount of Denarii gained from taxation and the 
rate of construction of buildings [through Manpower]. Population is also the 
resource from which military units are drawn as they are trained. 


Conversely units which are retired in a settlement are added to the Population. 


Income 
Money is represented as Denarii, there are three main ways of generating income 


> Taxation - the population can be taxed to provide income. Higher taxed 
rates will reduce the happiness of the Population. 
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> Mining - Resources in the ZOI of a settlement can be mined to create 
income. 


> Trade - Settlements can trade with other friendly and allied settlements to 
which they are connected by trade routes such as roads and ports. 
Harvesting some resources will increase trade. 


Food 


The fertility of the tiles in the hinterland of the settlement determines the amount 
of food which can be generated, and this in turn effects the growth rate of the 
population and the maximum size of the population. 


Food is generated by Agriculture [Farming, Fishing etc.]. There is always a base 
level of Agriculture but it is possible to build upgrades to increase the level of 
production. 


Food is not stored as a separate resource. The level of production of food simply 
defines the maximum size and growth of the Population. These values can be 
increased with food production upgrades such as improved farming and food 
storage upgrades such as silos. In general if a settlement is cut off from it’s food 
production [in a siege] it will be able to survive for approximately two years before 
it starts starving. 


Building Resources 


Certain resources can be harvested which provide bonuses to building, training 
troops or the happiness of the population. 


> Wood - Obtained by building a Timber Mill. Wood provides a bonus for 
building ships and siege engines. This progressively clears forest tiles in 
the area. 


> Stone - Obtained by building a Quarry provides a bonus for building. 


Iron - Obtained by building a Mine provides a bonus for weapon and 
armour production. 


> Wine - Obtained by building vineyards, provides a bonus to trade and 
happiness. 


Conquering Settlements 


A Settlement is considered to be controlled by the Faction who has an Army 
present in the settlement [or the faction who last had an Army there]. Characters 
are not able to conquer settlements without armies. 


Settlements are conquered by moving Armies into them, which requires the 
removal or defeat of any enemy armies which were occupying the settlement. Ifa 
settlement does not contain an Army then it can be conquered simply by moving 
an Army into it. 


When a settlement is conquered the invader has the option to sack the settlement 
as they enter it. 


Effects of Conquest on Population & Buildings 


When a settlement is conquered a proportion of the Population will be lost. The 
proportion will be finalised by testing, but the starting assumption is 25%. This is 
in addition to the deaths caused by the destruction of housing on the battlefield. 
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Also, any buildings which have been destroyed on the battlefield will be 
permanently destroyed and cannot be Repaired by the invaders. 


Pillaging Settlements 


When a settlement is conquered an amount of money will be pillaged from the 
settlement and given to the conquering faction. The amount which is pillaged is 
based on the income from the settlement as a proportion of the total factions 
income multiplied by the total amount of denarii in the treasury. So ifa 
settlement has an income of 100 denarii out of a total annual faction income of 
1000 denarii and the current treasury is 500 denarii then conquering the 
settlement would yield 50 denarii. 


Conquering Barbarian Settlements 


When Barbarian settlements are conquered they are always reduced back to the 
level of a Village. 


The Technology Tree 


The Tech Tree & Building/Training 
Upgrading Settlement Sizes - Requirements 
Requires Population size to be high enough. 


Requires building slots to be filled. 


It is possible to Build/Train simultaneously [cf. Medieval] 


Length of Tech Tree - Targets used to define build times. 
Aim to be able to reach Huge City within 100 turns minimum. 


Aim to be able to max out tech tree within 150 turns minimum. 


Remove ‘Settlement Actions’ and place in tech tree 
Host Games [find any references] 


Change Capital - implicit as there can only be one Huge City per faction 
and it has a number of unique buildings /find references]. 


Temples 


Each god has an area of effect in the game: Ceres, for example, would be a goddess 
of farming bonuses; Mars would be a good of cheap military training bonuses; and so 


One temple to one god per town/city. That god's temple prevents the construction of 
a second temple. 

Large temples will support a (small) secondary shrine to a different god. 

Awesome temples will support a major (secondary) shrine (temple equivalent) to a 
different god. This larger shrine must be an upgrade to the secondary shrine, and 
worship the same god (no swapping now!). 
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The tech tree is structured in a manner similar to Medieval: Total War and Age of 
Empires. It is structured as a gradually expanding tree building from a core 
building at the base level Town. 


There are a limited number of buildings, each of which reflect a specific thread of 
gameplay. All the other tech tree items are plug-ins which are attached to these 
buildings. Both buildings and plug ins can be upgraded separately, so for example 
Blacksmiths can be built and upgraded to Level 1, 2, 3 and the Weapon Smith plug 
in for the Blacksmith can be upgraded to +1,+2,+3. 


Because the actual level of technical advancement was not that great during the 
historical period of Rome: TW [e.g. no advance equivalent to the development of 
gunpowder] the tech tree is somewhat more abstract and it progresses towards 
more advanced, better and cooler units [e.g. Praetorian Guards] and more 
advanced gameplay features rather than real ‘technology’. 


Buildings & Plug Ins - Upgrades by Category 


The following list is an overview of the high level structure of the tech tree. For 
details of the specific faction buildings and plug ins please refer to the actual tech 
tree. 


The building name listed in each section is the core building [the hub] for a 
particular gameplay thread, the plug ins are general examples, ‘Size’ represents 
the base level of settlement at which the building can be built and ‘Levels’ is the 
number of levels of the building itself. 


Game Thread Building Example Plug Ins Size | Levels 
Military Barracks Training Field, Archery 1 4 
: — Range, Stables, Siege 

- Unit Training Workshop 

Military Blacksmith Weapon Smith, Armour 1 4 

- Weapons & ait 

Armour 

Economic Marketplace Treasury, Tax Collectors, | 1 4 
Slave Trader 

- Money 

Economic Mason Timber Yard, Gold 2 2 
Smelter 

- Resources 

Economic Town Hall Farm Upgrades 2 3 


[Irrigation, Estates], 


“Foods: Admin Sanitation, Food Storage, 


Wells 
Politics Palace 
[Core Building] 
Subterfuge Tavern Inn, Brothel 2 2 
[Bathhouse] 
Technology & Academy Colleges of particular 3 2 
Skills Skills 
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Loyalty & Temple Shrines, Sacred Grove 2 2 
Happiness 
Amphitheatre 2 2 
Hippodrome 2 2 
Theatre 2 2 
Fortifications Walls Gates, Towers, 1 4 


Earthworks. Note that 
Fortifications area 
special case where Plugs 
ins are present on the 
battlefield. 


Tech Tree Dependencies 


There are a number of criteria which must be met for some buildings or plug ins to 
be constructed. 


> Settlement Size - Some buildings require the settlement size to have 
reached a certain level. This may be required either for the original 
construction of the building or in order to upgrade it to a higher level. 


> Building Level - All plug ins require a Building, and they may require the 
building to be at a certain level. For example to produce +3 weapons may 
first require the production of a Level 2 Barracks and a Level 2 Blacksmith. 


> Plug Ins - Some plug ins require other plug ins as a pre-requisite. For 
example Advanced Cavalry plug ins will first require a Stable which is a 
plug in for the Barracks. 


Faction & Culture Tech Tree Variations 


Each Culture and Faction has it’s own variant of the tech tree. Although Factions 
and Cultures will share many buildings [for example every Faction can build a 
Barracks] the buildings can function differently for each faction and each faction 
can have unique plug-ins. So for example while a Roman Barracks will train 
Legionaries as a base unit a Greek Barracks could train Hoplites. 


When a settlement is conquered it’s buildings retain their native capabilities and 
plug ins until they are converted to the conquerors tech tree. Buildings can be 
converted by being replaced with the version of the building belonging to the 
faction controlling the settlement, e.g. if a Roman takes over a Greek Settlement 
with a Level 1 Barracks the option to build a Level 1 Barracks will be present in 
their building options. If selected it will replace the Greek Barracks. Builders have 
a Culture value that can be applied to their Romanisation level. 


Faction Specific Buildings 
There are some buildings which are unique to a Faction and can only be built by 


that faction. They do not have a common root building and the only way to 
replace them is to destroy them. These buildings have a higher Cultural value. 


Unique Buildings 
Some buildings in the game world will be unique, already exist or can only be 
constructed once. For example, the Oracle of Delphi, the Senate in Rome, the 
Coliseum, the Temple of Baal in Carthage and the like. 
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Each civilization in the game will have a designated capital, and most of these 
unique structures will only be available for construction in the capital. 


Population 


The Population of a Settlement determines the Size of the settlement, which 
determines the number and level of buildings that can be built. The maximum 
size of a population and its growth rate is defined by the availability of food. 


The amount of food a region can produce is determined by its base fertility 
modified by upgrades (e.g. farming and irrigation). Food can also be imported or 
traded for a cost in Denarii. Low levels of food will decrease the health of a 
population, which makes them susceptible to disease. 


When units are recruited from a settlement they are drawn from the Population 
pool. Also, when a Military Unit or an Army is disbanded they will enter the 
Population pool. This gives a way to disband armies, to establish new settlements 
or to boost the Population of a settlement. 


If the population size falls below the settlement level then it can maintain its 
current buildings, but cannot build new buildings that would depend on the size 
level. 


[Wishlist] Buildings may decay if not maintained. 


Population Statistics 


Population Ratings are represented on the settlement screen with a series of 
stacked icons [cf. M:TW, Civ3]. 


Population Statistics 
Loyalty 
Delete any reference to Happiness as separate statistic 


Culture [cf. Religion in Medieval] 


Modifies Loyalty if ruler Loyalty is mis-matched with Culture. Religious 
buildings modify Culture and. 


Population Size 


Populations always exist as part of settlements [cf. Civ3]. The size of the 
Population will increase as the settlement grows. 


The Population is also the resource from which Units are recruited and each time a 
unit is raised it will temporarily reduce the Population Size. Conversely units that 
are Garrisoned can be retired to increase the Population. 


The maximum size of the Population is capped by the availability of food. 


A proportion of the Population can be killed during an attack on a settlement 
through the destruction of housing. Killing civilians in this way will lead to an 
increase in Dread for the attacking General and Faction Leader. 
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Manpower 


is determined by the size and health of the population. It is the resource that is used to 
construct buildings. The amount of manpower available affects the speed at which 
buildings can be constructed. The manpower is based on the size of the Population, and 
can is modified by Health [poor health makes people less productive] and Loyalty 
[Disrupted or Revolting populations will not build]. 


Health 


Food 


Health modifies the Growth rate of the Population and the Manpower value of the 
Population. At low levels of Health a % the death rate may exceed the birth rate 
and the Population may start to reduce, or soldiers in an Army may start to die. 


Health is modified by a base rate adjusted by the availability of Food. It can be 
increased by sanitation and building upgrades. It can be reduced by Events 
[Plagues or Sieges]. If it becomes a negative value then the population will 
decline. 


Food affects the Health and the maximum Population size, as well as the amount 
of time an army can operate when they are out of supply. The amount of Food 
available is determined by the fertility of the climate and terrain, building 
upgrades [such as Farming] and Trade. 


Units and Armies can carry food. Armies which are out of supply and Settlements 
which are under Siege will consume their food supplies. Most armies and 
settlements will have enough food to operate for approximately 4 turns when they 
are out of supply. For armies this can be extended by foraging in fertile areas 
[which slows movement], by capturing enemy food stores [in Settlements or 
Baggage Trains] or by being resupplied by another army. Each unit in an army 
has a rating for consumption and a rating for storage, so some units are able to 
carry larger amounts of food. When an Army runs out of Food troops Loyalty will 
be reduced and troops will start to desert the army or die. 


Loyalty 


Loyalty represents a combination of devotion to the faction and general 
happiness. It determines the chance of Revolt, Disorder, accepting Bribes or 
surrendering in the event of a siege 


The loyalty of the general populace is modified by Taxes, Policy, Victories, Gifts, 
Health, Cultural, Religion, Size (larger Populations are harder to control), the 
Governor’s experience, skills and reputation and the distance of the settlement 
from the Capital. 


The Loyalty of armies military garrisons is affected by Logistics, Payment, 
Victories, their General’s attributes, their supply level, the Faction Leaders 
attributes and the proximity of the Faction Leader. 


Larger Populations will have more volatile Loyalty, meaning that larger cities will 
require more loyalty upgrades and better governance to keep them under control. 
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Culture [Romanisation] 


This Culture value measures how integrated a Settlement is into a particular 
culture [cf. Religion in M:TW]. The Culture % of a settlement is based on the 
cultural value of its faction specific buildings. These include native versions of 
buildings that train units and haven’t been converted [e.g. a Greek Barracks in a 
Roman Settlement] and faction specific buildings such as Temples. Note that 
buildings vary in their Culture value, and some buildings have a greater 
Romanisation effect, e.g. a Coliseum is worth more than a lower level 
Amphitheatre. 


If the culture of a settlement does not match the culture of the ruling Faction then 
it will reduce the Loyalty of the population. 


When a settlement is captured the conqueror gets the specific advantages of the 
local faction in terms of its unique buildings, institutions and military forces, but 
the culture’s loyalty to their new masters is limited. 


Over time, as new buildings are put in place and existing buildings are upgraded, 
the indigenous culture is steadily replaced. Destroying local buildings such as 
temples can accelerate this process. Loyalty increases, but buildings or units that 
were created from those buildings will no longer be available. 


Although this process is described as Romanisation it applies to all Cultures in the 
game, with the exception of the Barbarians who cannot maintain Civilised 
buildings at all and who’s cities cannot conversely be administered by Civilised 
Factions. 
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Economic Management 


The focus of Economic and Resource management in Romans will be top down, 
with the player setting policies and objectives rather than bottom up where they 
have to micromanage every aspect of individual transactions. The player will only 
need to intervene to micromanage transactions when they want to or in special 
cases where fine detail is important. For example, with regard to trade, the player 
can encourage trade by building markets and luxury goods, upgrading trade 
routes and executing trading agreements as part of Diplomacy but they do not 
move individual caravans of goods. 


Managing the economy is critical to military supremacy because money is 
required for the recruitment, training and maintenance of troops. 


Governors - Automating Micromanagement 


Both trade and resource management can be automated by giving control to a 
Governor and setting high-level parameters for the production to be focused in 
order to prioritise Military, Economic, Technology, Political or Academic objectives. 
This can be set for individual settlements or for the overall faction. Even when 
Governors are switched on it is still possible for the player to intervene to 
manually change settings or insert buildings or units into the building or training 
queues. 


[wishlist] Advisors will pop-up to prompt the player regarding resource 
requirements & suggested strategies [cf. Bullfrog games advisors and history.] 


Money - Denarii 


The universal unit of currency in the game is Denarii and all other resources are 
converted into Denarii. 


Each faction has a central treasury from which all buildings are constructed, units 
are trained, armies are paid and miscellaneous costs are spent. However, 
physically money is considered to be stored in the treasuries of individual cities, so 
when a settlement is captured an amount of money will be lost to the conqueror 
proportionate to the income level of the settlement as a proportion of the overall 
income level. If a Capital is captured the proportion will be higher. 


Taxation 


There are two types of tax that can be levied from the Populations, Poll Tax and 
Settlement Tax. This enables players to set a global tax level and to micromanage 
the tax level of individual settlements if they choose to. 


Poll Tax - This is a tax per head of population of the entire faction. This can be 
raised or lowered by the Faction Leader. The level has a direct influence on 
Loyalty. 


Settlement Tax - This tax can be set for each individual settlement. It is 
calculated based on the size and level of development of the settlement and the 
number of buildings in it. 


Wages - Payment of Armies 


Wages are paid to Armies to secure their Loyalty. As with Taxation there is a 
global wage level, but wages can also be set individually for Armies. 
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Trade 


Trade Revenues are created by merchants acting independently. Merchants are 
drawn by potential profit (the balance of supply & demand combined with an 
assessment of risk-reward). The player has to focus on the strategic decisions of 
trade not the micro-management of an economy. 


In order for a settlement to generate trade income a player needs to build a Port 
&/or a Market. The base value of trade is based on the Size and level of 
production of a settlement multiplied by a series of factors. The total trade level 
of the settlements that are being traded with caps the amount of trade that is 
possible. The total possible amount of trade is capped by the trade-partner cities’ 
total trade level. 


Players will increase trade from a base rate with multipliers from buildings & 
mines, by building roads linking cities and by making alliances. The settlement 
information screen displays the overall trade level or the trade level for individual 
settlements. 


Trade routes can represent links between settlements, either along roads or 
through connections of ports. Trade routes can be blocked by enemy armies or by 
pirates or bandits who can appear on them. 


Control of trade routes can be secured by military means, the clearing of pirates 
and bandits, and by building necessary infrastructure such as roads, rivers and 
markets. 


Trade with other factions and cultures is more lucrative than trade within a single 
faction or culture and a multiplier will reflect this. The greater the length of a 
single trade connection the greater the value. 


Trade Multipliers 


> Mines and Resource Harvesting - some resources [Such as wine] 
provide a trade bonus. 


> Luxuries - some items can be built which provide a trade bonus, such as 
pottery or jewellery. The ability to build these will be restricted to specific 
cultures. 


> Faction & Culture - Trade with different factions and cultures is more 
lucrative for both sides than internal trade. 


> Distance - longer, uninterrupted trade routes provide greater profit at 
both ends. 


> Road and Fleet Quality - Better roads or upgraded merchant fleets will 
increase the quantity of trade and the maximum trade cap. 


> Market or Port Level - Upgraded markets and ports provide for a higher 
level of trade and enable a greater number of trade connections. 


Trade Penalties & Limits 
> War - When 2 factions are at war all trade will cease between them. 


> Treaty Terms - It is possible to restrict trade with any faction on the map 
by turning it off in the Diplomacy menu. This will generally be considered 
as an aggressive act. 
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> Bandits & Pirates - The presence of bandits or pirates on a trade route 
or will reduce the amount of trade income. 


> Disorder - Cities that are in a state of riot or disaster will not be able to 
trade. 


Piracy and Banditry 


Pirates and bandits can appear as Rebel armies or navies along trade routes, and 
once they appear they will block the trade on that route until they are removed. If 
pirates or bandits are present then no income will be derived from that route. 


The % chance of pirates or bandits appearing on a specific trade route is related to 
the distance of the route outside of the direct Zone of Influence of a faction and 
multiplied by how lucrative/attractive the route is. 


Pirates and bandits can be cleared by military force or by offering them a bribe. 
However, if they are bribed the % chance of them reappearing will not be 
significantly reduced. 


Factions are able to position their own troops on a trade route in order to act as 
virtual pirates against other factions. This ‘freebooting’ will provide a small 
amount of income to the faction doing the freebooting. However, it will reduce the 
reputation of the faction. Barbarian armies which are positioned on a trade route 
always act as bandits regardless of the orders of their leaders. 


Loyalty & its Effects 


LOYALTY 
Factors 
Clearly define the number of factors which effect Loyalty 


Tax - punitive tax decreases loyalty over time, low tax increases happiness over time. 
Faction Control / Culture - i.e. it takes time to subdue foreign populations and there's 
an incentive to build your own buildings and 'Romanise' conquered settlements. Also 
gives the player the chance to benefit from Loyalist revolts. 
Buildings - temples etc. 
Events - one off effects such as Games [Positive] or Disasters [Negative] 

e Games & Triumphs are "per turn" factors. Their effects decay away. 

Disasters don't effect loyalty. 

Reputation/Vices & Virtues - In Medieval there's a combination of Piety, Dread, 
Influence [and I'm not sure what does what] as well as how far away the King is. | 
think that Rome should stick to one reputation/influence stat which is Faction wide 
and not worry about the distance of the faction leader. Tying it to the faction leader 
can mean that when he dies or is excommunicated you can get waves of revolt. 


Get rid of Army loyalty separate from Population Loyalty - however have Armies 
Mutiny/Revolt if they don't get paid. 


The current system has other factors: 
Size of settlement (bigger = lower loyalty) 
Distance to capital 
Garrison 
Recently changed hands (3 turns 30%): a per turn factor so you get a hit 
only in the turn it's taken and it decays to base from there. 
Under populated: drop 
Sieged (per turn): surrender instead of revolt 
Blockaded (per turn): drop 
Enemy spies (per turn) 
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Triumphs, wonders, games (per turn) 


Representation 

e Don't scale up beyond 100%. 200% loyalty is just confusing - especially when you 
have a revolt the next turn. 

e Represent graphically - like Civ. 

e Show factors which are influencing loyalty for a given population. 


Rewards 

e Mike B's idea. Very happy/loyal populations will sometimes provide a bonus to the 
faction such as a free building - "The people have erected a temple of Jupiter in your 
honour", "The people have thrown games in your honour - gain Beloved of the People 
Virtue" 


Options 

e ‘Auto Management' options include 'Loyalty' option - which optimises tax rates and 
building priorities to absolutely minimise revolts. In Medieval the automated tax rate 
was optimised for 90% loyalty [i.e. 10% chance of revolt] as this is more cost effective 
overall, but if you've got auto-management on | think it's more important to minimise 
micro-management than to have a perfect strategy. 

e Experiment with the option to turn Revolts off. If it really breaks the game we can 
leave it out. 


REVOLTS 

Frequency 

e Happen much less. 

e Don't happen in waves - so you're not suddenly getting your whole empire going up in 
flames. 

¢ Don't tie managing loyalty so closely to the increasing size of the empire - in Medieval 
the mid to end game becomes largely about Loyalty. | don't think that we need to put 
the brakes on like this as it makes the later game a slog. 


Player Information 
e Player given warnings of unrest in advance - by at least a turn. 


Types of Revolts 

Try to make Revolts that make for interesting battles. In particular battles with both 

armies ‘inside’ the city could make for a different type of game. 

e Loyalist Revolts - Foreign populations revolts back to their own faction. Try to regain 
control of the settlement. Appears inside the settlement. 

e Slave/Gladiator Revolts - Appear as an army. Will try to loot/sack a city and move on 
to loot other stuff. Grow as they move around the map. Appear outside the 
settlement with garrison as Defender. 

e Mob Riots - Mob charges around the city destroying stuff. Appears inside the 


settlement. 

e Army Revolt - unpaid army Revolts and goes on the rampage. May also kill the 
General? 

Balancing 

e The size of the revolting army is based on the population size - not the garrison size. 


So if you leave a huge city at the heart of your empire lightly garrisoned and a huge 
revolting army does show up in it then it's going to be a big deal to race back and put 
it down. In Medieval you get rewarded for having tiny garrisons by having tiny 
revolts. 


Results/Rewards 
e Putting down a Revolt represses population and /ncreases loyalty in the settlement in 
the short term - so you don't get strings of irritating revolts over subsequent turns in 
the same place. 
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¢ Gain VnVs or Titles from Revolts - and since VnVs are shown to the player when they 
are received this will feel like more of a reward when they play. 
¢ Get some cash/loot from the defeated army - sell prisoners into slavery. 


> loyalty rates range from 0-150% (clamped) 

> there is a base level and a current level; the current level is adjusted over time to 
match the base level (both of these will be displayed) 

> the base level is related primarily to size of the town, distance to capital, culture, 
building bonuses, tax level and garrison size 

> events such as towns being taken over by another faction adjust the current level 
by a certain percentage swing (for most events this maxes out at about 30%, only 
insurrection has a larger effect) 


There are no really big swings in the system from turn to turn, which is due in part to 
the slow matching of base and current, which acts as a damping effect on things like 
imposing high taxes or moving your capital, and the recovery of base to current is 
rapid when the delta is large and then slows down. 


The effects of low loyalty are: 
> increased chance of fires (measurable as soon as loyalty drops below 100%) 
> chance of riots when loyalty drops below 87%, starting at 1% and going to 28% at 
0 loyalty... (this may need to be raised) 
> riots cause damage to the town, and causes a success test against the garrison 
strength, which if successful then causes a...revolt 
0 garrison is expelled, and the town generates an army of 'slave' units 
(including at least one of any unit type it can produce which has the 
'slave' property) 


So you really want to keep loyalty at or around 100%. The 150% cap makes sure that 
a level 10 spy performing an insurrection mission can still cause a town at max loyalty 
to have a substantial chance to riot. 


A garrison which is 1/25th of the size of the town population will always successfully 
suppress riots, and this number was chosen to balance the cost of troops, the 
population sizes which determine tax amounts and the total number of troops desired 
in the game, and also the maximum army size. Unit strength is not counted here, only 
troop numbers, because it's not a battle as such - these are people fighting to subdue 
but not kill. 


The net effect of the distance-to-capital is very important, because it means you need 
to spend a good amount of cash to build up loyalty in distant towns before you can 
start reducing the garrison. The 'corruption' factors in the tax calculation also mean 
you get less money from distant settlements, which mean that remote outposts will 
probably make a net loss at least while the loyalty buildings are being built. 


Loyalty is calculated for both Populations and Armies. The level of Loyalty defines 
how obedient Populations and Armies are and if Loyalty is reduced there is a 
chance that the Population or Army may cease to obey the orders of the Faction. 


Loyalty Modifiers 


> Taxes - Taxes modify the Loyalty of Populations. Poll Tax is set globally, 
Settlement Tax is specific to each Settlement. 


> Wages - Wages are paid to Armies and modify their Loyalty. The base 
Wage level is set globally for all armies, but Wage levels can also be set 
individually for each Army. One off gifts of money can also be given to the 
troops to head off Mutiny or Revolt. 
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> Buildings - Some buildings, such as Temples will increase the Loyalty of 
Populations or Armies. 


> Attributes - Faction Leader and Character experience, skills and 
reputation effect the Loyalty of Populations or Armies. 


> Supply - Armies which are out of supply or populations which are under 
siege may have their loyalty reduced when they run out of food. 


> Events - One off events such as Games or Decimation can increase the 
loyalty of a population or army. 


Loyalty Effects 


If the loyalty of a population or an army drops then they are easier to bribe and 
there is a chance that they may revolt, riot or go into a state of disorder. The 
lower the loyalty the greater the chance of dissent and the higher the state that 
they will go into. There are three levels of dissent. 


Riot/Mutiny 


When a population riots they will destroy a number of buildings and may kill 
characters present in the settlement. When an army mutinies they may loot a % 
of the baggage train and kill the General or other officers. 


Disorder 


When a settlement goes into a state of disorder they will cease to generate tax 
income and will not continue to construct buildings, however it is still possible to 
train troops. 


When an army goes into a state of disorder they will cease to obey orders on the 
Campaign Map. If they are attacked and a real time battle is entered they will 
obey orders during the battle, but their morale will be very low. 


Revolt 


When a population or army revolts they may change their allegiance to another 
faction. If a populations culture value is mis-matched with their faction leader 
then they may return to their native faction or the faction with the strongest 
culture in the settlement. If a population revolts and they have no previous 
faction they may join the Slaves & Gladiators faction. 


If an army revolts they may join the Brigands and Pirates faction. If a Roman 
faction army revolts they can change to the Senate faction. 


A garrison which is present in a settlement during a revolt will reduce the chance 
of a revolt. However, if a revolt does occur the garrison will be ejected by the 
settlement and will need to reconquer the settlement by force. The size of the 
revolutionary army which remains in the settlement will be determined by the 
population size and the loyalty level. 


Susceptibility to Bribery or Surrender 


When Loyalty is reduced the cost of bribing Armies, Characters or Populations is 
reduced and the chance of surrendering during a siege is increased. Note that 
armies can be bribed to not attack, move away or go into a state of disorder or 
revolt, with the level of their response depending on their loyalty and the size of 
the bribe. 
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Only armies of the same Culture can be bribed to change allegiance to the bribing 
faction. 


Events 


Events will work in a similar manner to Medieval: Total War. Whenever an Event 
window is displayed the Map will zoom to the location/character related to the 
Event and the appropriate army, character or settlement icon is highlighted. 


The player has the opportunity issue orders to the character, settlement or army 
at the point during the turn when the Event is displayed [rather than having to 
wait until the end of the turn]. So for example if there is a fire or a riotina 
Settlement the player will be able to bring up the settlement screen when the 
event rather than having to wait for all of the Events to be displayed then 
returning to the settlement [cf. M:TW]. 


The portraits of any Characters related to an Event are displayed in the Event 
window. 


Regular & Triggered Events 
There are a range of events which occur during the course of a turn. 


> Harvest - The annual agricultural yield and income from resources such as 
mines. There is seasonal variation of the size of the yield, with occasional 
disastrous crop failures or bumper crops. Farming upgrades will reduce the 
variation of yields. Good or bad harvests will be calculated globally [not on 
a per settlement basis] across the whole game world or at least large 
climate zones. 


> Tax - The annual monetary yield, based on the Taxation levels and the 
wealth of the settlement. 


> Pay Wages - Wages are paid to armies annually. 


> Birth - A new character is created for the Faction. Characters will come of 
age and be available as Named Characters when they are 16 years old. 


> Death - The death of a Named Character or Faction Leader. The event 
window displays the circumstances of death, such as dying in battle, of old 
age, by assassination etc. 


> Revolt - Subject to Loyalty of the Population or Army. The level of the 
Loyalty will determine the % chance of a Revolt in each turn. 


> Riot - Rioting populations will destroy buildings and may kill characters 
present in the settlement. 


> Disorder is an interim stage between Happy & Revolting. This is not an 
open revolt where the player loses control of the settlement, but it does 
result in the Population of the settlement going into a state of passive 
resistance and the manpower being reduced, so that it is no longer 
possible to construct buildings. 


> Scandal - This is a specifically Roman event, which is triggered by a 
Faction being caught in spying or assassination missions against other 
Roman Factions. It can also be initiated by the Praetor. It can result in 
Character losing Positions and Honours and in Faction losing Influence. In 
extreme cases a Character may be sentenced to death. 
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Mission Events 


Mission results will be shown as an Event. If action is required in response to the 
mission result event the player will have a number of options within the event box. 


For a list of Missions, see the Missions list in the Character chapter below. 


Disasters and Random Events 


Some of these events will occur randomly, others will take place according to the 
actual historic timetable or as the result of specific triggers. 


> 


> 


Fire - Destroys buildings susceptible to fire damage. Causes decrease in 
Population. 


Flood - Destroys farmland and farming upgrades. Reduces Harvest to 
zero for that year. Causes small decrease in Population. 


Earthquake - Destroys buildings and fortifications. Causes small decrease 
in Population & Health. 


Great Storm - Destroys fleets, destroys some buildings and Ports in 
coastal Cities. Kills soldiers in armies based on severe climate zones such 
as mountain passes or the far north. 


Plaque - Plague is triggered by low Health and by the spread of Plague 
from neighbouring areas. Plagues reduce population and spreads from 
settlement to settlement over time. The rate of spread is dependent on 
the proximity and the health level of the Population as well as connection 
by Trade Routes. Different plagues will have different spread rates and 
relative lethality, but all will use the same mechanisms. 


Famine - A lack of food can be triggered by a bad harvest or by being cut 
off from food supplies due to siege or pirate/bandit action on trade routes. 
The Population & Health will decline. Famines will happen globally, or 
across large climatic regions, rather than on a per settlement basis. 


Volcano - Occurs around Vesuvius and on Sicily. Massive destruction to 
Buildings and Population. Changes terrain to wasteland in vicinity of 
eruption. 


Barbarian Horde - This is a new horde that arrives from the edge of the 
map and will make its way towards cities. It is as much, or even more, of a 
threat to existing Barbarian Factions as to the Civilised Factions. Over 
time, the nature and number of barbarian invaders will change, as they did 
historically. 


Mob Riot - A Mob in a capital city goes on a rampage of destruction. 
Some buildings are destroyed, the Population is reduced and there is a % 
chance that some Characters present in the City may be killed. Spies can 
head off Mob Riots by using intelligence to identify, capture and execute 
the ringleaders. 


Pirates & Bandits - Pirates and bandits will show up randomly upon trade 
routes, with the % chance of them appearing dependent on the distance of 
the trade route from a Zone of Influence and the wealth of the Trade Route. 


Omen - Ominous [or positive] omens may be seen, such as a comet or an 
eclipse. This may have an effect on the happiness of the population or 
morale of the army. 
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Historic Characters 


These are characters who had a significant effect on history, who will show up 
according to their historic timetable, or some other trigger. They include: 


> 
> 
> 


> 
> 


Scientists - Provide Technology or Skills bonus. 
Artists & Poets - Provide a Loyalty bonus. 


Religious Figures - Have a loyalty penalty against rulers if they are of a 
different civilisation to the native civilisation. 


Physician - Provides a Health bonus. 


Chronicler - Provides a Gravitas bonus to Faction Leader. 


Punishments 


Punishments can be applied to any settlement, army or unit under the players’ 
control. Punishments include the following, 


> 


Massacre - reduce the population of a settlement by 50%. Enormous 
increase to Dread. 


Decimation - kill 1 in 10 of an army to increase Dread. 
Salt Fields - reduce the fertility of land to zero. 


Fines - A large one off punitive payment which can be applied to a 
settlement. Results in reduced Loyalty. 


Terrain Types and Climatic Regions 


There are a number of different terrain types on the campaign map. Different regions 
vary in terms of their agricultural fertility, the type of terrain and foliage which is found on 
them and the number of AP’s that it takes an Army or Character to traverse them. 


Each Climatic region has its own set of main textures: Sand, Rock Grass and Water. In the 
battlefield, different Climatic regions are bridged by a set of transition textures. 


VV VV V WV 


Impassable Terrain - Rock, ice, mountains, deep swamp, dense forest. 
Sandy Desert - e.g. Sahara 
Rocky Desert - Middle East 
Semi-Arid - North Africa/Tunisia 
Mediterranean - Spain 
Grassland 

« Fertile [green] - France 

« Infertile [yellow] - Steppes 
Open Woodland - Deciduous - England 
Deep Forest - Conifer - Germany 
Swamp/Moors - the Camargue 
Highland/Tundra - Scotland 
Alpine - Pyrenees 


Sub-Arctic/Tundra - Russia 
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> Volcanic - Sicily 


> Ocean/Coastal 


impassable Terrain 


Some areas of the map will be impassable by units. This will be used to allow 
handcrafting of the map and to define borders. Impassable terrain will include icy 
wastes [to the north], rocky wasteland to the south & east, deep swamps and 
dense forests. 


Landmarks and Features 


Major landmarks and features such as the Pyramids and Mt Vesuvius will be 
included on the Campaign Map and will also be present on the Battlefield when it 
zooms down. 


Resources 


Locations of major resources will be shown on the Campaign Map. For example 
the location of deposits of Mineral Resources [iron, stone, gold] for mining, or the 
location of other resource bonuses [e.g. fisheries, woodland, unit bonuses]. 


Rivers 


Armies cannot cross rivers without bridges unless they include an Engineer with 
this Skill. Even then crossing the River will incur a Activity Point cost. Ships 
cannot travel up Rivers. 


A river will define a clear edge for a Zone of Influence, unless a Bridge is built 
which will allow the Zone to extend across the River. 


At the conclusion of a Turn an Army must end its turn entirely on one side or the 
other of a River. 


Roads & Bridges 


Roads increase the Movement of Armies and Characters and also extend the Zone 
of Influence of a Settlement or Fort. 


Walls & Gates 


Walls have a similar effect on troop movement to Rivers in that they define the 
edge of a Zone of Influence. They also stop Army and Character Movement as 
long as they are manned. A wall is considered to be manned as long as it is within 
the Zone of Control of the Faction that owns them. To cross a manned wall with 
an Army requires a battle and breach of the wall. To cross an undefended wall 
simply incurs an Activity Point cost. 


Defended gates allow free movement for friendly armies, but stop movement of 
enemy armies. 
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Map Bonuses [wishlist] 


There are a number of items distributed on the campaign map [cf. HOMM & Civ3]. 
Taking an army or character to these locations will grant the faction a range of 
bonuses. These items will be distributed randomly at the start of a campaign in 
order to provide some additional incentive/reward for the player to explore the 
map and to provide additional replay value. 


The bonus areas include: 


> Temples/Oracles: Provides Skill or Technology bonus. 
> Tombs: Provides Loyalty bonus. 

> Ruins/Treasure: Provides Denarii bonus. 

> Spring: Provides AP bonus or supply bonus. 
> Tribe: Provides troops. 


Modifying Terrain 
Some terrain tiles can be modified by the action of armies and building. 
Farmland 


As a cities Population grows and agriculture spreads the terrain type will upgrade 
to Farmland. This will also be indicated on the battlefield, with fields, farmhouses 
and some livestock. 


Clearing Forest 


As forests are cleared to harvest wood they will change from Forest to the climatic 
base terrain type such as grassland, desert or scrub. 


Despoiling 


If a conquering army ‘salts the earth’ then they will permanently reduce the 
fertility of the terrain at that point. 


Seasonal Variations 
Some terrain types will change textures in Winter to show snow. 


[wishlist] Rivers can also freeze over allowing them to be crossed by armies. 


Fertility 


Different Terrain Types/Climate Zones produce different levels of food. The 
availability of food in turn effects the population growth rate and maximum size of 
settlements as well as the ability of armies to forage. 


The population will farm the area outside a settlement without farms explicitly 
needing to be built, and the area of farming will extend through the ZOI of a 
Settlement as it grows. The fertility level of each tile can be enhanced through 
farming upgrades such as irrigation or estates. 


Ocean tiles also have a fertility level, and some will support fisheries. 


Seasons & Weather 


There are two seasons per year, Summer and Winter, each one of which 
corresponds to a single game turn. The seasons affect both the Campaign Map 
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and the Battlefield. On the Campaign Map agricultural production and unit 
movement will be effected. On the battlefield the terrain & weather will be 
effected. 


Some events, such as Harvests and Famines, are based on weather and the 
annual harvest or occurrence of famine will be calculated globally or across large 
climate zones. 


[wishlist] The texture on the Campaign Map will update to show the differences 
between the seasons, with snow covering areas of the map in winter. 


Hand Crafting of the Campaign Map 


The map will be hand crafted, using the terrain movement restrictions, in order to 
ensure that there are key strategic areas on the map which to some extent direct 
the movement of armies and encourage engagement. Areas of the Campaign 
Map will be locked off from army movement, including mountains, dense forest, 
swamps and desert. 
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Armies & Military Organisation 


Military strategy and conquest is the core activity of Rome: Total War and the 
layer which binds the Campaign Map and the battles together. 


Each culture and faction in Rome: Total War has a list of units from which they can 
train their armies. There is some crossover of unit types within Cultures, but each 
nation has unique unit types. 


Armies are raised within settlements and military buildings determine which units 
may be recruited or trained in a particular place. When units are trained they are 
recruited from the Population. Each time a Unit is raised there is a corresponding 
drop in the Population level, and conversely when a Unit is disbanded there is a 
proportionate Population increase. 


Each soldier has the following attributes - soldier type, weapon type, armour 
type, fatigue, hit points, combat ability, training, discipline and age. The 
Characters age will be tracked to determine when they need to retire from military 
service, and subsequently grow old and die. Damage done by a soldier is 
calculated from weapon type & quality, soldier type and combat ability modified 
by the range of combat factors defined below. 


As well as having varied combat ratings some units have unique bonuses and 
abilities. For example, disciplined legionaries can form testudo (tortoise) 
formations to withstand heavy missile fire, Hoplites can form phalanxes and 
barbarians can go beserk! 


A General unit has a full set of soldier attribute ratings, but also has a set of 
additional attributes reflecting his Leadership abilities. 


Definitions & Terminology 


Activity Points - The currency of Character and Army Actions. Each Army or 
Character has a defined number of AP’s each turn that can be spent on 
movement, missions, building or combat. 


Army - A group of Units that can be ordered on the Campaign Map. To move 
around the map an army must be led by a General. 


Baggage Train - A group of wagons and tents containing the armies money, food 
and equipment and housing any non-combatant Units [Doctors, Engineers, 
Quartermasters, Characters]. Baggage Trains can be destroyed or captured. 


Character - An individual unit on the Campaign Map 


Combat Ability - A soldiers level of ability in battle. This is derived from a 
combination of training and experience. 


Food - Both armies and navies require food. When in their own ZOI they are 
supplied automatically. When they leave their ZOI they carry enough food for 
approximately 4 turns. This can be extended by foraging, or they can be 
resupplied by other armies. 


General - The Leader of an army. Every army must have a General. There can 
be multiple General’s present within a single army. 


Hit Points - Each soldier, individual unit or building has a number of Hit Points 
[HP’s]. These are reduced by damage in combat or by severe fatigue. When they 
are reduced to zero the soldier is dead or the building is destroyed. 
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Soldier - an individual on the Battlefield. 


Supply - When an Army is within the ZOI of their own faction they are 
automatically supplied with food. When an army is outside the ZOI their food 
supplies are localised to what they are carrying and they must be supplied or gain 
food themselves by foraging or conquest. 


Unit - a group of soldiers or a special unit that can be ordered directly - e.g. a 
group of 60 legionaries, or a General [with bodyguard]. 


Unit Class - The category of a unit, e.g. Heavy Infantry, Light Cavalry. 
Unit Type - A specific type of unit for each faction, e.g. Legionaries, Hoplites. 


Withdraw - Declining combat when armies are engages and falling back to 
another tile. Defenders can only withdraw once in each turn. 


Military Organisation 


Number of Armies in Campaign 


There is a defined limit on the number of armies per faction. The number of 
armies available is scaled according to the number of settlements/regions which a 
faction controls. 


> Start of game: 3-4 armies maximum. 


> Maximum: 30 armies 


Garrisons 


Settlements and Forts can have Garrisons - which do not need to be separate 
armies. 


All Units are built up from individual soldiers, and each unit type can vary in size 
from other unit types. In addition to their basic unit type Units can include officers 
and standard bearers. The unit of a General can include the General and his 
Bodyguard, which will be a cavalry unit. However a single unit cannot contain 
different types of soldiers - so for example a single Unit cannot contain 
Legionaries and Axillaries. 


Military units are not able to move on the Campaign Map without the presence of 
a General. There will be a minimum three-unit floor for mobile Armies to avoid 
micromanagement and too many tiny armies cluttering up the game world. 


When units are trained they can be attached to a settlement, fort or army and will 
make their way there as they are trained, without further intervention. 


Settlements have a maximum number of Units that they can hold. Beyond that 
point additional units will be deployed outside the settlement. 


Number of Soldiers per Unit 


The average maximum number of soldiers in a unit will be approximately 40, but 
may vary between 1 [for an Elephant or Artillery] and 80 [for a mob of barbarians]. 
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Depleted units can be merged to be refilled to their maximum size, however units 
can never be merged above their maximum size. 


The maximum unit size can be scaled double or half the standard settings in the 
front end. The default setting will be based on the detected machine 
specification. 

[wishlist] Single piece units [such as Elephants or Artillery] can be combined so 
that there are multiple pieces in a single unit [cf. the Kensai in Shogun]. 

Legions 

The first Cohort of legionaries in an Army that is created will be given a Legion 
Standard. The number of this Standard will correspond to the order in which the 
Legion was created [Legion |, Legion II and so on]. This standard will be persistent 


and will carry through the game with the Legion. If it is lost or destroyed then it 
cannot be reissued and must be recaptured from the Enemy. 


Number of Units per Army 


The maximum number of Units in an Army will be 20 units, plus the General, Siege 
Engines, Artillery and Special Units [Baggage Train etc.]. Additional units will 
come onto the battlefield as reinforcements as slots become available. The 
Leadership Rating of the General determines the maximum number of units that 
can be included in an army. 


> Rank O = up to 6 units 
Rank 1 = up to 8 units 
Rank 2 = up to 12 units 
Rank 3 = up to 14 units 
Rank 4 = up to 14 units 


VV VV WV 


Rank 5 = up to 18 units 
> Rank 6 = up to 20 units 


Only one Army can be directly controlled in a single battle, and if reinforcing 
armies arrive they will be controlled by the ai. 


Number of Armies per Faction 


The maximum number of armies that can be controlled by a single faction will be 
around 50. This is not be a hard limit, but it emerges from the game balance 
based on the fact that General’s are needed to lead armies and armies cost 
money to maintain. Therefore only a very rich and large empire will approach the 
size of 50 armies. 


This results in the cap for the total number of men a faction can have in their 
armies being approximately 50,000. 


Rome: Total War is already somewhat more complex than Medieval: Total War 
and greater numbers of units further increase complexity, therefore a unit cap 
helps to manage the level of complexity. Limiting the number of Units in an Army 
also enables us to cap the number of soldiers who need to be displayed in battle. 


Unit Standards 


Every unit has Standard Bearer. He is the last man to be slain in battle but when 
he dies his standard is dropped and can be recovered from the battlefield by 
friend and enemy alike. Loss of a unit standard brings dishonour to other fellow 
units that have survived the battle by fleeing. 
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Every Roman Army [Roman Legion] has an Eagle Standard Bearer. A legionary 
standard is given to every First Cohort Legionary unit you create. If this is lost 
there is an enormous loss of honour and morale to that Legion and to the Faction 
controlling it. 


Generals 
Generals 
Lesser Generals - Delete 


If an army has no General [i.e. named character] it’s movement rate will be halved 
and it will suffer Loyalty penalties as well as combat penalties. 


Units without a General cannot be moved out of a settlement or fort. 


Armies cannot be split without a General. 


All armies require a General on the Campaign Map. 


Generals are always the best available cavalry unit [or the base level cavalry unit] 
of the faction and are accompanied by a bodyguard. 


Named Character Generals can be assigned to any army. Once a General has 
been created he will continue to exist as a General even if he merges into an army 
with a higher ranked General. So if the Army is later split or the ranking General is 
killed the other General will be able to resume leadership of the Army without 
another promotional cost being incurred to the Faction. 


Losing Generals 


If an Army splits and is left without a General, or if all the General’s are killed ina 
battle then a new General will be automatically promoted. In this case there is an 
AP cost for the promotion as well as the cost in Denarii. This means that it will 
usually not be possible to move the Army again in that turn. 


If all General’s in an army are lost and there is not enough money to promote a 
new general then the army will attempt to regroup by spending their remaining 
AP’s in the next turn in an attempt to reach another Army or one of their own 
settlements. If they cannot regroup then they will be unable to move and a 
number of Units will desert each turn until a new General is assigned. 


Lesser Character Generals 


Lesser Generals can be promoted from within any Unit within an army. Whenever 
a General is promoted there is a cost in Denarii and AP’s. 


Lesser Generals can increase their skills with experience but their skill levels are 
capped and they can’t acquire non military skills. Generals can be created by 
giving a Character leadership of an Army or by promoting an individual soldier. 


Note that Lesser Generals or Diplomats can be adopted to become Named 
Characters within a Faction. 


Army Actions 


There are a number of military actions that take place on the campaign map 
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Army Actions 

Remove all of the army action buttons from the interface. 


Battles 
Can fight as many battles in a turn as movement allows 


Movement States 
Forage - Delete 
Pillage - Delete 
Despoil - Delete 


Quick [Force] March - Incorporated into movement path marker. Movement path 
has three states: 


> Green - can move without force march 
> Orange - force march 


> Red - outside range of a single turn. If an order is clicked into the red range 
the unit will move there over multiple turns. With multiple turn orders the 
army will only move into the ‘green’ range [i.e. Force March must be ‘forced’]. 


Actions 


Ambush - Option in pre-battle screen for Defender [if General has Ambush skill]. 
Gives the Defender a better deployment area, but removes their 
encampment/fortification. 


Decimate - Delete. 


Logistics & Supply 


Remove Logistics, Supply & Food. Simulate effects by shortening the base 
movement range [green zone] in enemy territory. 


Kidnapping, Capture & Hostages - Delete 


Army Movement 

Movement Rate 

> Reduce base movement rate. 

> Increase disparity of movement over different terrain. 
> Roads have an increased movement bonus. 
> 


Settlements/Forts have a movement cost of 0. However armies cannot end 
their turn in a settlement - however units can be merged with the garrison. 


Defeated Armies & Retreating 


Defeated armies may continue to flee over multiple turns. This is based on their 
Loyalty being reduced [see Bribes - Withdrawing]. 


Force March 
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Units which are Force Marched will incur Fatigue in the subsequent battle and will 
decrease in Loyalty. 


Movement & Regions 

Armies can fight multiple battles in a single turn - limited only by movement [-1 fatigue 

point per battle] 

e Enables defeated enemy armies to be chased down and destroyed. 

e Discourages splitting down into lots of little armies 

Agents can perform multiple actions in a turn. 

Tile Size & Map Scale 

e Determine based on optimum region size - between 5x5 to 10x10 tiles 

Multiple Turn Orders 

e can set over multiple turns. 

e if move in subsequent turn is blocked then stop movement at the point of the 
blockage. 


Activity Points 
Change APs to movement points 
Allow up to three battles in one turn - depending on skill of General 


Armies on the Campaign Map have a number of Activity Points that are spent each 
turn on either Movement or on other Actions [such as Fortification]. 


The distance that an Army can move in a turn is indicated by a coloured 
movement path and an icon on the Campaign Map [re HOMM]. Remaining Activity 
Points following movement can be spent on any Strategic Order or during 
Deployment in the pre Battle phase. 


A number of Activity Points will be expended by fighting a battle. The amount will 
depend on the outcome of the battle. 


> Fleeing - If an Army loses a battle by being routed they will flee across 
the map for a distance equal to 3 squares plus the maximum distance 
allowed by their remaining Activity Points. The player will have no 
control over the direction of the fleeing army. The army will then 
attempt to Regroup [see ‘Defeated Armies’ below]. Armies can only 
flee in a straight line. 


> If an Attacking Army loses a battle by Stalemate [time runs out] then 
they will lose up to 35% of their total Activity Points. 


> If an army wins a battle they will lose up to 25% of their total Activity 
Points. 


Therefore an army which fights a battle, but which has Activity Points remaining 
may be able to fight further battles in the same turn. 


Mobile Army Actions 


> March - Armies can travel at a Normal March or a Forced March. Force 
March increases 


o The distance travelled 


o The fatigue of units if they fight in that turn. This means that if 
the army enters combat in that turn they will have no Activity 
Points to spend in deployment regardless of the stage of the 
turn when they enter combat. They may also start the battle 
slightly fatigued 
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o The rate of food consumption 


Forage - An army can live off the land, and reduces or eliminates the 
army’s use of its own supplies carried in its baggage train. Foraging 
increases the amount of time that an army can operate in Enemy 
territory. 


Pillage - Pillage is an action which is performed by an army on one of 
its own settlements. The result of pillage is that something like 50-75% 
of the settlements gold production for the turn is immediately taken 
(depending on army size and a random factor), and this money is 
subtracted from the next revenue payout from that settlement. 
Pillaging also causes a degree of damage to buildings and slightly 
reduces the Population. Pillaging increases Dread and reduces 
Happiness. 


Despoil - Permanently reduces all productive factors in the region, 
including agriculture, population & resources. This is the equivalent of 
the Roman practice of sowing seeds with salt. 


Split - An army can divide in two. However, each of the new armies 
must have a General leading them. A General can be promoted from 
within the ranks, but this will cost Denarii. 


Exchange Un/Load - Armies can exchange units or characters and can 
board or disembark from naval transports. 


Static Army Actions 


Each static action also costs a number of Activity Points. 


> 


> 


Build - construction of forts, buildings [eg. Mines], walls, siege works or 
roads and bridges. 


Siege - The act of laying siege to an enemy army, settlement or 
fortification. There are a range of orders that can be engaged in while 
besieging. These include constructing siege engines, sapping or 
engineering [requires Engineers], or trying to poison the enemy town or 
cut of their supplies [requires Spies]. 


Raid Trade Route - The Army acts as a Bandit [or a Navy as Pirates]. 
Money is taken from the enemy trade route. The Army doing the 
raiding is considered to be foraging and will not cost as much to 
maintain. If they are very disciplined some money may even make it 
back to the Faction. 


Garrison - Having entered a settlement or fort then an army can stay 
there in order to defend it. As soon as an army enters a settlement or 
fort they are considered to have garrisoned it. 


Camping and Entrenching - When an army is stationary over a 
number of turns they will camp and entrench. The longer they stay in 
the same location the higher the level of defence they will be able to 
produce. In order to have adequate manpower to entrench an army 
must have at least 8 units. The default levels of entrenchment are as 
follows... 


o Camp Level 1 - Gained by standing on one tile for 
one turn. The camp has tents and defined roads 
between them with some space at the centre. It has 
no palisades or trenches. Barbarians only get to 
Level 1. 
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o Camp Level 2 - Gained by standing on one tile for 
two turns. The camp now also has a palisade. 


o Camp Level 3 - Gained by standing on one tile for 
three turns [Rome only]. The camp now also has a 
surrounding trench &/or earthworks and field 
defences. 


Engagement 


When an army comes into contact with another armies Zone of Control they are 
considered to have engaged and their movement for that turn will end. Their 
remaining activity points can now be spent on alternative tactical options. 


Once armies have met each side is then given a series of choices that determine 
whether a battle can be fought. They can either; 


> Command the Battle - Go down to the real time Battlefield and fight 
it out. 


> Withdraw from the Battle - Try to retreat from the Battle without 
fighting. An army which withdraws will fall back one tile. It is not 
possible to withdraw into the ZOC of another army. Defending armies 
are only able to withdraw once in each turn. This does not count as 
‘Losing’ for the General who has chosen to withdraw, but may still 
affect the Morale of the troops. 


> Auto calculate the Battle - Automatically resolve the result of the 
battle without going to the real time Battlefield. Note that if the player 
chooses to auto calculate they will then be given a range of additional 
tactical options [see below]. 


Occupying Campaign Map Tiles 


Although characters can be attached to an army units cannot occupy the same tile 
and be stacked, and units from different factions can never occupy the same tile. 
If an army moves onto a square which is occupied by another faction character 
there are a number of possible results: 


> If Allied or Neutral - The character will be pushed aside to a 
neighbouring square. 


> If Enemy Spy - Has chance of fleeing. If this is not successful they will 
be captured and killed. 


> If Enemy Named Character - Captured [Event] 


> If Enemy Lesser Character - Killed [Event] 


Reinforcements 


When an engagement takes place each faction has the option to call on their other 
armies as reinforcements. To join a battle as reinforcements the army needs to be 
on an adjacent tile to the engagement. The arrival of these additional forces 
during the battle will be determined by the distance that they had to travel. The 
flank from which they arrive will be determined from the direction they approach 
on the Campaign Map. By fighting as reinforcements an army expends AP’s which 
are deducted in the following turn. 
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Allies 


When an engagement takes place the engaged armies have the option to request 
other factions [allies] armies to send forces to help them. As with normal 
reinforcements this requires that the allied army is adjacent to the engagement. 
The ally can choose to accept the request and send an army to help, to deny the 
request, or even to send their army but betray their ally and fight independently. 


Tactical Battles - Real Time 


These are directly comparable to Medieval: Total War battles, see the ‘Battles’ 
section below for details. Two armies are close enough to fight, and the battle is 
joined. The battle continues until one side is routed, destroyed or surrenders or 
another victory condition is fulfilled. At any point the player can have the 
remainder of the battle calculated automatically. 


Battles will be broadly similar to Medieval: Total War in duration. However, time in 
the game world passes and there is a day-night cycle as a result (with 20 real 
minutes in a game day). Battlefields correspond directly to campaign map tiles 
and are approximately 1.6km across, although it is possible to see off the edge of 
the battlefield to the horizon. Giving the battlefields a defined edge allows the 
determination of when retreating troops have escaped and a point to determine 
when/where reinforcements will enter. As well as being able to simply attack the 
enemy it is also possible to target enemy characters, resources [baggage tent] or 
buildings for destruction or capture. 


At any time during the battle it is possible for the player to pull up a set of 
summary information showing the status of the battle and current the victory 
conditions. 


Concluding Battles 


Although the real-time aspect of battle is open ended, there will always be a 
conclusion when (a) one side is defeated or (b) night falls. [Night battles will be an 
obvious exception to this, and they will conclude no later than the break of the 
next day.] 


There are also variable victory conditions that could be applied to battles. See the 
separate section under Batt/es for details of these. 


At this point a dialog box informs the player of the detailed battle result including 
information about casualties, objectives met and prisoners or resources captured. 
They will be rewarded with an additional graphic for a great victory. 


Auto Resolving Battles 


When armies are engaged they can either fight the battle real time or choose to 
automatically resolve the battle. If the battle is auto resolved there are a number 
of tactical options which each side is presented with. There will also be a default 
option so that the player can choose to autoresolve the battle with a single click. 


Attacker 
Frontal Assault 


Flank Assault 


Encirclement 


VV V WV 


Raid - a small force is detached to destroy the enemies supply train. 


Page of 246 109 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembly : 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 

> Retreat - attacker chooses to withdraw 

> Feigned Assault - A feint to draw and enemy out of position. 


> Massacre - The Army will attack with supreme ferocity and no quarter 
given or prisoners taken. The casualty ratios will be proportionately 


higher. 
Defender 
> Defend - the defender holds their ground 
> Retreat - the defender tries to escape without engaging. 
> Fighting Withdrawal - the defender falls back fighting 
> Feigned Retreat - the defender pretends to run away then turns on 
the attacker. This is risky, but can be effective against a frontal assault. 
> Counter Attack - the defender launches a pre-emptive attack on the 
attacker. 
> No Retreat - the defenders will try to fight to the death and will give 
no quarter to the attackers. The casualty proportions will be higher. 
Defeated Armies 


As well as being pushed out of the tile on which the engagement took place there 
are a number of effects which are applied to defeated armies. The game is 
balanced so that there is enough of a penalty to defeated armies to enable them 
to be destroyed by crushing defeats or being unable to regroup. This is balanced 
to ensure that the attacker does not need to chase them across the map gradually 
whittling them down over successive turns. 


Casualties 


Armies that are routed from the battlefield will lose a % of the routed troops. The 
number of troops lost will depend on the scale of the Defeat [i.e. a Crushing 
Defeat will incur more losses than a Close Defeat] as well as the Combat Ability, 
Discipline, Training Level and Loyalty of the troops. Also, a greater number of 
troops will be lost if the General is killed. 


Surrender 


Depending on the loyalty and morale of the army a number of troops &/or the 
general may surrender to the Victor. In this case the Victor can choose to ransom, 
enslave or execute the captured troops. 


Routing 


Defeated armies may withdraw back across the map at their maximum movement 
rate for a number of turns [depending on their morale]. 


Destruction 


If the army is reduced to below approx 100 men [the exact number will be 
determined by testing] then it will automatically be destroyed. 


Armies may also be destroyed if they are unable to regroup. 


Regrouping 


Armies that have been routed will attempt to regroup. Defeated armies will run 
away for at least three tiles after the conclusion of the battle. If their route of 
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escape is blocked by, for example the coast or an enemy ZOC, they will go as far 
as possible before stopping at the obstacle. 


Having covered this distance units will then use the rest of their remaining AP’s in 
an attempt to Regroup, either with their General, at one of their own cities or with 
another of their own Armies. 


If units cannot reach any of these three points [General, Settlement or Army] then 
they will be permanently lost. 


If an Army have their back to the wall and their retreat is completely cut off by 
impassable terrain such as a coast or by an enemy army then they will be 
destroyed. 


Unable to Regroup 


If a General is killed and a defeated army is unable to regroup then it will be 
destroyed.. 


Withdrawing 


If an army withdraws off the battlefield then it is able to regroup in the next 
adjacent square. Only units who withdrew in order are able to do this, units that 
routed must obey the rule to flee for at least three tiles [in a straight line]. 


Supply - Food 


Armies [& Navies] can carry Resources [money, food] and Characters with them. 
If they are within their own Zone of Influence then they are constantly supplied 
with resources from their nearest settlement without intervention from the player. 
If they are removed from contact with their Zone of Influence [e.g. in enemy 
territory or cut off] then they will be out of supply and will consume their supplies. 


Armies can be supplied directly from settlements if they are within the ZOIl. If they 
leave the ZOI the Army takes their money/food with them. By default an Army will 
carry enough food to operate out of supply for approximately four turns. The 
precise amount carried and the rate of consumption is determined by the unit 
types and the AP’s expended in each turn [force march consumes for food]. 
Armies are able to exchange food, so armies can be resupplied. 


The Baggage Train 


The Armies money and food will be carried in the Baggage Train and a proportion 
of this money will be lost if the Army is defeated or if the baggage train is 
captured. 


Foraging & Plunder 


Armies can live off the land by foraging. This will slow the movement of the Army. 
Foraging uses Activity points thus resulting in slower army movement. The ability 
to forage in a particular area is also dependent on the fertility of that area - which 
is determined by the base terrain type and the season. 


Armies can plunder any province they enter and extract money, but at the cost of 
destroying infrastructure in a region. This will cause unhappiness in the plundered 
population. 
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Unit Recruitment & Training 


New Units are built at training facilities in settlements. All settlements have a 
population value. The size of the population determines the rate of training of new 
units, the number of units that can be recruited in the area and the maximum 
number of units that can be Garrisoned in a settlement. Each time a Unit is 
trained the Population is depleted by one unit. 


Army Limits 
Only make following changes from original [for now] 
e Rally Points for training 
e Differentiate General Armies [horse] from Soldiers [infantry] 
e Reinforcements 
e Discuss increasing unit limit for stratmap armies [to 40] 
e Choose army list in pre-battle screen 


Training 


Units are trained in a very similar way to M:TW by opening up the training window 
and clicking on the unit which the player wants to train. Units can be queued up 
in the training queue. 


Available Unit Types 


The tech tree for each faction has a set of buildings which correspond to a set of 
unit Classes [heavy infantry, light cavalry etc.]. The appropriate building at each 
level of the tech tree [e.g. Barracks Level 2] will always train the same Class of 
unit [e.g. Heavy Infantry] by the Type of unit may vary [e.g. Romans = Legionary, 
Greek = Hoplite]. In addition there are special units [such as Praetorian Guards] 
who are unique to some cultures or factions. 


There are two ways of gaining access to new troop types in the game: 


> Build new types of training facilities and/or extend the existing 
facilities. This allows the player access to new or improved units that 
are specific to his nation. 


> Upgrades allow all aspects of a unit to be improved, from its training, 
discipline and morale through to its movement, weapons and armour. 
Each of these improvements is tied to a particular building type [re 
M:TW]. Existing Units can be upgraded by putting them back into the 
training queue if the level of training in that settlement is higher than 
the units current level. 


> Capture foreign Buildings (in cities). When a settlement is 
conquered it will immediately train units of the faction’s type in the 
comparable class rather than the ‘native’ units. It is generally not 
possible to gain control of units from other factions. Unlike Medieval 
bribing an enemy army from another culture can only get them to not 
attack, move away or rebel, not to change allegiance. The exception to 
this rule is the Carthaginians who are able to hire Mercenaries. 


Maintenance and Support 


Once recruited, hired or conscripted, troops must be fed and paid. Baggage trains 
hold the pay and rations for an army in the field, and the maintenance cost for the 
troops is deducted each year. 
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Failing to pay or feed troops will effect their loyalty. Troops who are not fed will be 
fatigued and will be unable to force march. After 2 turns without food their AP’s 
will be reduced. Troops which are not paid or fed may either Revolt or they may 
simply Disband. 


Armies which are outside of their own Zone of Influence will become localised in 
terms of money and supplies, which means that they can only train their troops for 
a number of turns unless they acquire more food through foraging or capturing 
enemies or more money through looting. 


Retraining 


Existing units can be retrained by being put back into the training queue ina 
settlement. Rather than having to drag units into the queue [cf. M:TW] there is a 
‘retrain’ button on the garrison screen which will immediately upgrade the training 
and equipment of the units for a cost in Denarii. 


When a unit is retrained their Combat Ability level will be brought up to the base 
level of the training facility - i.e. a level 1 units being retrained at a level 2 
barracks will have all of the soldiers brought up to level 2. There is no financial 
cost for retraining an existing soldier to a higher Combat Ability level. 


Note that Naval units cannot be retrained. 


Replenishing Units 
When a depleted unit is retrained the Combat Ability level of the new soldiers 
which join the unit is based on an average of the level of the training facility and 
the level of the current soldiers in the unit. This means that high level units can 
be maintained and replenished. 


When a unit is replenished there is a cost incurred for the training of the new 
soldiers. 


Armour & Weapon Levels 


Each soldier has their own individual Armour and Weapon ratings [for Primary and 
Secondary weapons]. Armour and weapons can also be upgraded when a unit is 
retrained. However the upgrade is only based on the training facility and the unit 
does not get a replenishing bonus as they do with Combat Ability. 


When a unit upgrades it’s armour or weapons there is a cost for the upgrade. 


Rally Points 


As Units are trained they can be issued with Rally Points, so that as they are 
trained they will automatically make their way to join the Army they are attached 
to. 


Note however that Units require a General to move on the Campaign Map, so they 
can only move to a Rally point if it is within range of one turns movement. By 
definition the Army which they join will have a General. 


The Garrison 


When units are trained in a settlement they will show up in the Garrison. The size 
of a settlement will determine the maximum number of men who can be 
garrisoned there. The maximum size of a Garrison in the largest settlement will 
be equivalent to the maximum army size of 20 units. 


If the maximum number of troops a settlement can hold is exceeded then 
additional troops must be placed into another army and deployed outside the 
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Settlement, if no army exists outside the settlement then it will not be possible to 
train more Units until new slots are created in the Garrison, either by the 
settlement growing, troops leaving or disbanding or a new army arriving within the 
Zone of Influence. Note that as units are trained they can be sent to Rally points 
and make their way directly to any army within a turn’s march of the settlement. 


Loyalty 


Armies present in a Garrison will also help to keep order and will increase the 
Loyalty level of the population. Praetorians provide a bonus for this function. 


Strategic Units 


Strategic Units are units which are built on the campaign map and attached to 
armies but which do not physically appear on the battlefield, however they do 
have other effects. Strategic Units will have effects on battles or on the outcome 
of battles. During the battle they are located in the baggage train or camp. If the 
tent is destroyed they are considered to have been killed. 


Larger numbers of Strategic Units will increase the effect of their actions and the 
number of actions which can be performed, however there are diminishing returns 
for greater numbers [e.g. 1 Doctor = 20% casualties recovered, 2 = 30%, 3 = 35% 
etc. ]. 


The strategic units are as follows: 


Ancillary Units 
Doctor/Engineer/Quartermaster 
One per army 


Three Levels of Skill/Training 


Doctors & Physicians - non Barbarians 


> Allow a proportion of casualties to be recovered after battle by the 
victorious army. 


Engineers/Sappers - non Barbarians 
> Create siege engines 


> Create field fortifications - palisades, ditches 
> Create siege defences and repairs 
> 


Conduct sapping or counter sapping of walls 


Priests & Druids - Barbarians 
> Increase morale of army 


> Able to cast oracles before battle. Successful oracle increases morale of 
troops. 


> Druids act as Doctors and Emissaries for Barbarians 


[wishlist]: Druids are present on the battlefield 


Quartermaster - non Barbarians 
> Increases amount of money gained from captured enemy baggage train. 
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> Slightly reduces the cost to maintain an army and increases the amount of 
time it is possible to operate outside of supply. 


Screeching Women - Barbarians 
> Unique to Barbarians 


> Increase morale of troops 


[wishlist] Unlike other Strategic Units Screeching Women are present on the 
battlefield. 


Sieges & Assaults 


The Strategic aspects of Sieges will be handled on the Campaign Map. Once the 
walls are assaulted it will be conducted as a real time battle on the Battlefield. 


Sieges can carry over a number of turns, as long as the supplies of the Attacker 
and Defender hold out and are only resolved when one side capitulates 
[surrenders or starves] or there is a conclusive battle. The amount of time which a 
settlement [or Army] can hold out is based on the population size relative to the 
fertility of the area, the amount of food they have stored and whether they can be 
supplied by sea. When the siege starts the player will be told how long he can 
hold out. Some buildings [Such as granaries and wells] will increase the amount of 
time which a settlement can hold out for. 


To starve a besieged settlement the attacking army must cut it off from its Zone 
of Influence and from external supply from trade routes. This makes coastal 
towns difficult to besiege without a Naval blockade. It also means that a large 
Army may be required to fully blockade a Settlement. 


Once a Settlement is under Siege then its Zone of Control becomes inactive, and it 
ceases to gain income or food from trade or food from agriculture. At this point 
the Settlement’s Resources [food and money] will become localised [as with an 
Army outside the ZOI]. As food and money depletes the health and happiness of 
the population will be reduced. If the morale of the defenders becomes too low 
the population may surrender to the attacking army. Note that Cities with 
unobstructed access to a Port which is not blockaded can be supplied with food by 
sea. 


Note that as the besieging army will generally also be outside it’s own Zone of 
Influence it will also need to be supplied with food or it will also starve. 


Besiegers Options 
There are a number of actions which a besieging army can conduct: 


> Engineering - The building of siege engines and artillery. Requires the 
presence of an Engineer. 


> Sapping & Mining - Digging under the walls of the defenders. Sapping is 
done during on the siege screen along with building siege engines etc. and 
is targetted at wall sections during deployment. 


> Poison - Trying to poison the food/water supply by putting diseased meat 
into it [or other lovely methods]. Has a % chance of success, if it succeeds 
a % of the Population and Garrison will die, if it fails it may backfire and 
disease the besieging army. 
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> Bribe - Depending on the Loyalty and Happiness [Morale] of the Garrison 
defending the Settlement it may be possible to Bribe them. If Bribed a 
Garrison will surrender, thereby giving the attacker control of the 
Settlement. 


> Open the Gates - A spy attempts enter into the Settlement and let the 
attackers in. Requires a Spy. Success results in gate being open, attackers 
having a deployment area close to the walls and defenders having no 
chance to deploy. 


> Assault - An attack on the Settlement. Carried out on the Battlefield [see 
‘Sieges’ above]. 


Besieged Options 


The defenders also have a number of actions which they can take during a siege. 
Also besieging armies also require food and will invariably be outside their own 
ZOI. Therefore it is possible for a besieging army to starved out as well as the 
settlement. However the besiegers have the advantage of being able to forage 
from the ZOl. 


> Sallying - The besieged army can sally out at any point and attack the 
besiegers. 


> Relieving the Siege - Other armies may be brought to bear to attack the 
besieging army. 


> Surrendering - Depending on their Loyalty and Morale a besieged Army 
may choose to surrender to the attacker. This has the same effect as if 
they had been captured by the attacking force. 


Sacking a Settlement 


[wishlist] If an army enters a settlement they are given the option to sack the 
settlement. As with other battles this can be done by autocalculating or by going 
down to the battlefield where they are able to deploy their army and attack the 
undefended settlement. There may be some ambient characters present who can 
be killed. 


Forts & Walls 


Forts 


Walls 


Armies of some factions are able to build Forts and Walls on the campaign map. 


Forts and Fortresses differ from settlements in that they do not have a Population. 
Therefore they do not generate income, can’t construct buildings and can’t train 
units. However Forts can be upgraded to Towns for a cost in Denarii, AP’s and 
units which must be retired to kick start the Population. 


Walls can be built along the campaign map in a similar manner to roads. Walls re 
interspersed with gates which can be passed through freely by friendly armies, but 
which can’t be passed by enemy armies as long as the fort is defended. If a gate 
is defended then any attack on it or the wall within its ZOC is treated as a Siege. 
Unlike a Settlement or Fort a gate will not have its ZOC control suppressed on the 
tiles on the far side of the wall from the enemy. 


Undefended walls can be crossed by armies for an increased AP cost. 


Page of 246 116 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembly 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 


Note that in battle, walls will block the line of sight of attacking units on the far 
side of them. 


Navies and Sea Transport 


Navies are groups of Warships, controlled by an Admiral, which travel by sea and 
are in many ways analogous to armies on land. However [in the original release] 
their battles are autocalculated rather than being fought in real time. 


Transports are non-military ships which can be used to transport armies. They can 
be attached to navies for protection. 


Building Ships and Docks 


Ships are built in the same way that army Units are trained. As they are built they 
will reside in the Dry Dock of the settlement in the same way that Armies sit in the 
Garrison. They can then be moved out of the Dry Dock to join a Navy. However, 
unlike a Garrison, navies cannot then be moved back into the Dry Dock. This also 
means that Navies cannot be upgraded in the same way that Armies can. 


Admirals & Flagships 


Naval 


In the same way that an Army requires a General, a Navy requires an Admiral and 
a Flagship. Admirals are lesser characters who always stay attached to the 
Flagship. The Flagship is a tougher, and more expensive, version of the best 
warship which can be built. Flagships are always the last warship to be sunk ina 
Naval Battle. 


Flagships can also have a number of slots in which they can hold and transport 
Characters. If a Named Character is present on a Flagship and has Admiralty skills 
he is able to lead the Navy in battle. 


Units - Warships 


There are a number of different levels of Naval ships. As with Armies, each 
Faction will have their own set of Naval units. They vary by size, speed and 
seaworthiness which determines how far from shore they can operate. Ships are 
rated with the following attributes: 


> Size - Determines the number of troops which can be carried. 
However, larger ships are unable to operate in shallow water. 


> Speed - Determines how far they can travel in a turn and ramming 
speed in battle. 


> Manoeuvrability - Determines how agile the ship is in battle. 


> Power - Differentiated between power from sails and power from oars. 
Power from oars will work in all conditions, but will consume more food. 


> Durability - Defines the seaworthiness of a ship, how it will hold up to 
adverse conditions at sea and how far it can safely travel from land. 


> Armour - Determines how much damage the ship can take from 
ramming or artillery fire. 


> Weapons 
o Artillery - mounted siege engines. 


o Ramming - rams can damage the hull or shear the 
oars from enemy ships. 
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> Depth - How much water the ship draws, which determines the depth 
of water it needs to move and fight in. Ships may have their hulls torn 
out by shoals or reefs. 


> Beam - The height of the side of the ship. This is important for 
boarding enemy ships and if archers are firing at enemy ships from the 
deck. 


> Storage - How much food and other items the ship can store. 


> Consumption - How much food the ship consumes. 


Naval Actions 
The orders which can be issued to a Ship or fleet include: 


> Load/Unload - It costs AP’s to load or unload an army onto a transport. 
A transport can never load/move/unload within a single turn. 


> Move - As an Army order, the Ship can be moved across the map 
depending on the available AP’s. Navies must end their turn ona 
coastal tile and can only cross a limited amount of open sea. If they 
end a turn in open sea there is a chance that they will be lost at sea. 


> Quick Move - The fleet can travel faster, but at the expense of tiring 
out the crew of oarsmen. 


> Blockade - A fleet can be ordered to cut off a trade route or block a 
settlement during a siege. 


> Break Blockade - A fleet can be ordered to try and slip past a 
blockading Navy. 


> Repair - Ships automatically repair when they are left at anchor next to 
a coastal tile. 


Naval Battles 


When a player enters a naval battle they get a number of options related to the 
formation and tactics of their ships. The main tactical options are: 


> Ramming - Involves charging directly at the enemy. Relies on superior 
speed and size. 


> Boarding - Involves getting alongside the enemy and boarding. A 
good tactic for ships loaded with strong infantry. 


> Shooting - Involves standing back and firing. A good tactic for units 
with the speed and manoeuvrability to maintain their distance from the 
enemy. 


These formations have a paper/scissors/rock interaction. Naval engagements will 
also be influenced by the area where the battle is fought - shallow vs. deep water, 
narrow straights vs. open ocean and clear vs. rough weather which will variously 
favour different types of tactics. 


Note that the crews of ships are not depleted in battle unless the ship is sunk, in 
which case they are all killed. 


Naval Blockades & Freebooting 


Navies can be positioned to cut off or raid trade routes or to block supply during a 
siege. 
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Transport Fleets 


Transports are ships which are used to move armies and characters by sea. 
Transports work in a similar way to Garrisons. They can be built, or upgraded, to 
three carrying capacities [6 units, 12 units, 20 units]. As with Garrisons it is not 
possible for an Army to partially board a Transport. 


Transports can move without a Navy or an Admiral, however if they do they will be 
virtually defenceless so they will generally not want to end their turn in an 
exposed position. If Transports are attached to a Navy and there is a Naval Battle 
the transports will try to stay out of the battle. A Transport Fleet will have a 
nominal combat rating for Boarding, but if they are attacked at sea by a Navy and 
are undefended then they will generally suffer large losses. If a large Transport 
Fleet is damaged at sea it’s carrying capacity will be reduced, and the Army Units 
attached it will be lost. 
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The Battlefield 


Real time battles take place when two armies from the Campaign Map engage or 
they can be played directly as historical battles, custom battles or multiplayer 
battles. 


There are three main types of battles in Rome: TW. These are field battles, siege 
assaults and naval engagements. Siege assaults will use essentially the same 
mechanics as field battles; naval battles are not fought in real time and the results 
are automatically calculated, however real time naval battles are planned for the 
Expansion. 


The Battlefield 


The Battlefield covers an are of 1.6km square [equivalent to 4 Campaign Map tiles 
of 800m each] and it is possible to see beyond the edge of the battlefield to the 
surrounding Campaign Map terrain. 


Cohesion with the Campaign Map 


The battlefields in Rome are coherent with the Campaign Map. This means that 
when armies meet on the Campaign Map it will directly effect the deployment on 
the Battlefield. The terrain on the Battlefield will reflect all of the features from 
the Campaign Map, including topography, foliage, settlements & buildings, region 
upgrades [e.g. mines, farms], roads, walls, bridges and terrain features such as 
rivers. 


For more information on how Battles link to actions on the Campaign Map please 
see the ‘Military Organisation’ section. 


Terrain Effects 


There are a range of terrain types which effect the battlefield, with mud, ice and 
water affecting movement and combat: for example infantry can cross mud, but 
cavalry get bogged down; ice cracks under heavy units; dust is raised only dry 
areas; some units can swim and wade across water features. In addition long 
grass and scrub will hide and/or slow units entering such areas. 


Terrain Objects & Buildings 


There will be a variety of natural and man-made terrain objects: cliffs, rocks, 
waterfalls, gorges and buildings (roads, settlement walls, bridges, aqueducts, 
trenches, canals, farms etc). Buildings can have animations associated with them 
(e.g. opening gates). Buildings and fortifications are destructible and wooden 
buildings, siege engines and some foliage can burn. Like soldiers trees have 
varying levels of detail depending on their range from the camera. 


Foliage 


As well as the texture indicating the terrain type there will be a range of foliage on 
the battlefield. This includes: 


> Trees - There are forests, stands of trees and lone trees. The tree type 
and density of trees varies according to the terrain region. Trees have 
level of detail and trees in the foreground are polygonal. 
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> Undergrowth - There are areas of long grass and scrub distributed on 
the terrain, this includes patches of scrub on the battlefield and reeds 
along the edge of rivers. 


> Long Grass & Crops - There are large expanses of long grass such as 
fields of crops. 


The Day/Night Cycle & Lighting 


The lighting on the battlefield takes account of a day-night cycle and night battles 
will feature light sources from torches and burning. 


Background Terrain 


The view beyond the Edge of the Battlefield will show the general topography and 
the terrain type as well as major features such as Cities which would be visible 
from the Campaign Map . It may also be possible to see Reinforcements 
approaching from beyond the edge of the Battlefield as dust rises from the 
marching troops. 


Unit Attributes & Combat Factors 


Combat in Rome: Total War is an evolution of the battles in Medieval: Total War 
and uses many of the same factors to resolve battles. The following is a list of 
factors are taken into account during battle: 


Paper/Scissors/Rock - the main Unit Classes 
There are 5 main classes of unit in Rome: Total War. 


> Spearmen - The basic defensive unit. Get a bonus vs. Cavalry. 
> Infantry - The basic offensive unit. Get a bonus vs. Spearmen. 


> Missiles - Units such as archers who specialise in attacking from a 
distance. Vulnerable in melee. 


> Cavalry - Principal advantage is speed and charge bonus. Vulnerable 
to Spearmen and Missiles. Get a bonus vs. Infantry. 


> Artillery - Single units, low rate of fire, vulnerable to melee. 


For more detailed & specific unit classes please see ‘Unit Classes’ below. 


Combat Ratings - Attack & Defence 


The attack and defence ratings of a unit determine their chance of successfully 
damaging an enemy unit, and the amount of damage which will be done by a 
successful hit. 


The combat ratings for an individual soldier are defined by their unit type, weapon 
type and armour type. Their attack and defence ratings are divided between 
different categories of damage, for example burning attacks will only be effective 
against enemy units which are susceptible to fire. 


> Attack Ratings - Piercing, Slashing, Crushing, Burning 
o Units can have varying attack rates. 


> Defence Ratings - Armour, Evasion 
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Hit Points [HPs] 


Indicates how much damage a soldier can take before they are killed. Generals 
and units can increase their HPs as they increase in experience. 


Movement - Speed & Manoeuvrability 


All units will have a defined base speed based on their type and the weight of their 
armour. Each unit will then have a ‘run’ and a ‘charge’ speed. Running will 
increase the rate of fatigue of a unit. Charging can only be done over a short 
defined distance. 


Unit speed will also be modified by terrain, fatigue [tight formations are more 
restricted], formation and morale. Some units will be limited in the type of terrain 
which they are able to travel on, for example Chariots are unable to travel up 
steep slopes and only some units are able to swim or wade across water. 


More experienced units may have greater endurance, and their fatigue will be 
reduced more slowly and recovered more quickly. 


Missile Units 
Missile units such as archers will take into account the following factors 


> Range - this will vary based on the type of weapon used, the combat 
ability of the unit and the environmental conditions. Units are more 
accurate at close range. 


> Accuracy - this will be influenced by the type and combat ability of the 
unit as well as their available line of sight. 


> Firing Rate - varies by weapon, unit type and combat ability. 


> Ammunition - the base quantity of ammunition varies, and some units 
such as slingers are able to replenish their ammunition. 


> Flaming Weapons [wishlist] - Archers are able to fire flaming 
arrows. This is automatic when they are targetting buildings or wooden 
siege engines. 


> Friendly Fire - Note that it is possible to damage friendly units. Units 
set to fire at will won’t commence firing into a melee involving friendly 
units, but if they are ordered to do so then they will. Friendly fire will 
reduce the morale of both the attacking unit and the ‘friendly’ unit 
being fired upon. 


Morale 


Morale is a measurement of the units will to fight. It is derived from a base level 
and then modified by the circumstances of the battle [cf. M:TW]. 


The morale level of a unit modifies combat ratings and effects the units chance of 
routing or going beserk. 


If morale is reduced below the routing thresh-hold then units will flee from the 
battlefield until their morale is lifted by reaching a safer position or being rallied. 
Note that rallying commands radiate from the General and are issued from the 
generals command orders rather than directly to the unit. 


The base morale level varies by unit type, combat ability and leadership. The 
morale level is modified during battle by the proximity of friendly troops, enemy 
troops and corpses, the faction and type of enemy being faced, and the tactical 
position [eg. fighting with back to the wall]. 
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Units which route will head for the ‘home’ edge of the map at their greatest 
possible speed - i.e. they will first charge until their charge range expires, and 
then run. 


> Impetuousness - Some units may be impetuous, which means that if their 
morale goes above a certain point they will rush to attack, possibly without 
being ordered. 


> Berserks - Some units will go beserk when the morale goes above a 
certain thresh-hold. When they are beserk they will attack the nearest 
enemy unit and be beyond the control of the player until the beserk state 
has expired or they have become exhausted. When a unit is beserk its 
attack rating increases at the cost of its defence rating. 


Fatigue 


Units become fatigued as they perform actions on the battlefield. If units are 
fatigued their speed, combat ratings and morale can be reduced and they may be 
unable to run or charge if they are exhausted. The mass of a formation will be 
reduced if it is fatigued. 


The rate at which a unit becomes fatigued will vary by unit type and will be 
dependent on the weight of armour which is worn. More experienced units may 
have greater endurance. 


Weather can effect fatigue. Hot weather will cause heavily armoured units to 
fatigue more rapidly. Cold weather will cause all units to fatigue more quickly. 


Fatigue can be recovered by resting. However, it will only ever recover to the 
medium level [never to fully fresh]. The recovery rate is greatest from Exhausted 
back to Tired and then the rate of recovery slows. 


Formations 


Formations affect a units combat calculations as well as the units ability to 
manoeuvre, the units speed, and the line of sight of the unit [close ordered 
formations cannot see behind them]. 


Formations in close order can wheel, advance and withdraw while remaining in 
formations if they are ordered to Hold Formation. This applies both at the level of 
individual unit formations and group formations. 


The Depth of Close Formations affects the combat calculations for Units at front 
and units such as spearmen will get combat bonuses for the ranks which are 
supporting them. Units with long spears or pikes have the advantage that when 
they are in close formation the second rank is able to strike at the enemy as well 
as the first. Units at the apex of a wedge formation get a significant charging 
bonus. 


Formations can be broken by the shock from a charge or from the mass of 
enemies in close formation. 


Cavalry and chariots get a charging bonus which will carry them into and through 
enemy formations. 


As well as ordered formations there are also disordered formations used by units 
such as skirmishers or barbarian mobs. 


Formation Factors 


> Shape & Depth - The size, shape and depth of a formation will effect the 
mass and shock calculations. Units at the front will get a combat bonus 
from ranks of men behind them. Some units [such as those with long 
spears] may be able to strike from the second rank. 
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> Proximity - Some units will fight better ‘shoulder to shoulder’ [such as 
Hoplites] for other units closeness may restrict their melee skills. 


> Movement - Units moving in formation may be slowed. Close formations 
will be able to advance, wheel and withdraw in order. Rough ground may 
break up formations. 


> Line of Sight - Close formations my have somewhat restricted line of 
sight to their rear. 


> Special Formations - Disciplined Legionaries can adopt the Testudo 
formation which provides added protection against missile fire in exchange 
for the loss of melee fighting, Hoplites can adopt a phalanx formation. 


Facing & Flanks 


Units incur defence and morale penalties for being attacked from the flank or rear. 
Although this is calculated on a per soldier basis the effects may be greater on 
close, ordered formations as individuals in these formations are less able to 
change their individual facing. 


Visibility, Hiding & Surprise 
Each unit will have a Line of Sight [cf. Medieval: Total War]. The line of site can be 
blocked by terrain, foliage or buildings and walls [note this also means that the 
camera cannot pass through walls]. 


Units are able to hide depending on their unit type and the terrain. Very large 
units such as elephants cannot hide and Generals cannot hide as they must 
communicate with the army. Most other units can hide in forests. Infantry can 
hide in long grass and undergrowth and some specialised units may be able to 
hide in any terrain. 


Hidden units can surprise the enemy by ambushing them when they attack. This 
has a morale effect on the ambushed unit. 


Unit Matching Bonuses and Penalties 


The Paper/Scissors/Rock effect of different Unit advantages relative to each other 
will ideally be implicit in the Weapon and Formation effects - e.g. a close 
formation of Spearmen facing a Cavalry charge will inherently come out best. If 
this proves too expensive then there will be specific bonuses to reflect this [e.g. 
spearmen bonus vs. cavalry]. There may also be some other unit specific bonuses 
- e.g. Camel Cavalry lower Morale of Horse Cavalry. 


Terrain and Cover 
Re ‘Environment Factors and Terrain’ below 


> Elevation - effects combat calculations and movement. Units fighting 
downhill get a bonus to movement and combat. Walking uphill slows 
movement and increases fatigue. Some units are limited in the type of 
terrain they can cross. Only some units are able to swim or wade and 
vehicles are unable to cover rough or very steep terrain. 


> Cover - Trees, buildings and walls provide cover from missile fire and 
blasts from artillery. Scrub, hedges and palisades provide partial cover 
from missile fire. The cover is implicit because the actual trajectories of 
the missiles are calculated and they are able to strike trees, walls etc. 


Terrain also effects movement speed and fatigue, formation order, missile range 
and combat calculations. 
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Shock - Mass & Charging 


> Mass - Units will have a Mass based on the number & type of soldiers, 
their formation, the fatigue and the terrain [fighting downhill or in 
bottlenecks]. Units will be able to push other units back or compress 
them against barriers. As units are pushed back their formation may 
become disrupted and break up. Units at the front of a formation will 
get combat bonuses from the ranks of units behind them, and in some 
cases the second rank of a formation may also be able to strike. 
Formations will be able to focus on a point [Wedge] and will be able to 
break enemy lines. [wishlist] Units can be driven over ledges. 


> Charges 


o Charges will have an impetus will give a bonus when striking 
enemy lines and which may carry the charging unit through 
enemy lines. Charging units will strike the enemy upon impact 
and keep moving to carry through the front ranks of the enemy. 


o Units will have a Charge Range. If they reach the end of their 
charge range without engaging the enemy the impetus of the 
charge will be lost. 


o Charges [particularly Cavalry Charges] will also have a morale 
affect on the Unit receiving the charge. Units charging ata 
determined defence, such as line of spears, will also need to 
undergo a morale test. 


Weather 


Weather has a range of effects on the battlefield. The weather in a particular 
battle will vary according to the season and the climate zone 


> Wind - The wind speed and direction vary. Wind effects the accuracy and 
range of missiles 


> Rain - Rain reduces the range and accuracy of bows and renders fire 
weapons useless. Rain will also put out fires. 


> Fog - Fog reduces visibility. 


> Temperature - Hot weather increases the fatigue of heavily armoured 
units. Cold temperature increases the rate of fatigue of all units. 


> Lightning - Lightning will make the morale of superstitious Barbarian 
units more volatile. 


Artillery 


Artillery includes units which can be fired large missiles at buildings and 
fortifications [catapults and trebuchets] and units which can fire large missiles 
against troops [ballistae, scorpions and onagers]. There are multiple types of 
ammunition including rocks, bolts. Large missile weapons may have a scatter 
effect depending on the ammunition used. As in M:TW rocks may bounce across 
the terrain. 


Artillery units come with a crew. If members of the crew are killed then the rate of 
fire of the artillery is reduced. 


Fire Weapons 


Most missile weapons have flaming or exploding ammunition variants. Catapults 
and Trebuchets can fire naptha pots, which explode and burn on impact. Ballista 
can fire flaming bolts. [wishlist] The naptha thrower is effectively a flame thrower 
which is used during sieges. 
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Siege Engines 
Siege engines include devices for breaching enemy defences which can either be 
fixed or mobile. They include siege towers, ladders and battering rams. Siege 


engines are placed during deployment, through being positioned on the battlefield 
or attached to a unit. 


Siege engines need to be manned by troops. Some come with fixed Crew, others 
[Siege Towers, Battering Rams, Ladders] can be manned by any Unit. 


Capture/Subdue 


It is possible to capture characters, units, buildings or siege engines instead of 
killing/destroying them. 


Unit Appearance 


Each soldier is a separate 3D object. The level of detail (LOD) system in Rome: 
Total War displays poly/skeleton figures in the foreground scaling down to sprites 
in the background. 


Sections of each unit are coloured according to the Faction colours in order to 
make them readily identifiable both in melee and at a distance. 


Unit Identification and Differentiation 


In battle Units carry Standards which show the colours of their particular Faction. 
Each Faction has a 2 colour scheme to differentiate them. As well as being 
displayed on standards there will be areas of the armour, clothing and shields 
which are coloured, on both the models and the sprites. Although it may not look 
strictly realistic his colour differentiation is particularly important to ensure that 
units of the same type belonging to different factions can be easily distinguished 
by the player [cf. M:TW]. 


Wishlist Features 


> Each faction will have a different skin tone and hair colour [cf. FIFA]. So Briton 
Light Archers would have fair skin and brown hair, whereas a Numidian Light 
Archer would have dark skin and black hair. 


> Units which have upgraded weapons, armour or skills will be visibly improved. 
For example if the quality of their weapons or armour is higher it could have a 
different texture or have glints applied. 


> There will be individual variation within large units. For example a barbarian 
mob could have a mix of different textures, weapons and features within the 
same unit. 


> Units will have facial animation showing a range of different states and 
emotions including normal, battle cry, battle, panic and pain. 


> Bodies will pile up on the battlefield and other units will be able to stand on or 
climb over the mound. 
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Unit Attributes 


Each soldier in the game has a range of attributes which define how they perform 


in battle: 
> 


Weapons carried — Every unit can carry a Primary Weapon and a 
Secondary Weapon corresponding to their primary and secondary 
attacks. Weapons are rated by the damage that they do in four 
categories: piercing, slashing, crushing and burning and by their range. 
Weapons may have a zero rating in one or more categories. For 
example only fire-based weapons will cause burning damage. Reach or 
range is an important weapon factor, as the point of damage needs to 
be considered. For example with a Phalanx facing a Legion, the Phalanx 
will be able to strike at greater range with their longer spears, but once 
the Legion closes their gladius will have a decisive advantage. 


Armour worn — all armour is rated by the amount of protection it 
gives against each category of damage: piercing, slashing, crushing 
and burning. Structures are also be rated for defence against these 
different classes of damage. This means that piercing and slashing 
damage will be largely ineffective against structures, so it will generally 
be pointless for a bunch of swordsmen to try to destroy a wall by 
hacking at it! The weight of armour will be considered and will effect 
the movement speed and fatigue of a unit. 


Ammunition carried - The ammunition will generally reflect the 
primary weapon for missile troops such as archers, but it may reflect 
the secondary weapon for some melee troops [e.g. Roman Legionaries 
carry a pilum to throw before they engage. Some ammunition [Such as 
stones for slingers] can replenish during battle]. Some troops can carry 
flaming arrows for use against buildings and wooden siege engines. 


Morale Level - Determined from the base state modified by the 
current state of the battle. 


Facing — the direction of a soldier relative to another unit. Units 
consider the morale and combat effects of the facing to the front, L/R 
flank and rear. This reflects how well an individual defends against 
attack, and his morale. Facing also takes into account the proximity of 
friendly and enemy units. For example Hoplite soldiers will fight much 
better shoulder to shoulder. Proximity within a unit also affects unit 
manoeuvrability. 


Movement Rate — The base speed of the unit modified by formation, 
fatigue and terrain effects. The movement of some units may be 
limited by specific terrain, for example only some units can swim and 
wheeled units can’t cross rough terrain or go up steep slopes. 


Fatigue and Hit Points - The base level is determined by unit type 
and combat ability. Fatigue is reduced in the game by performing 
actions such as moving and fighting, and can be recovered by resting. 
Hit Points represent the amount of damage which a soldier can take 
before dying. Fatigue and Hit Point values are integrated so that an 
exhausted soldier is easier to kill and a wounded soldier will begin to 
move more slowly. 


Combat Ability - is a measure of the training and combat experience 
of a soldier which is derived from the unit type and the level of 
experience. This affects combat ability [Attack and Defence ratings], 
morale, discipline and endurance. There are 7 levels of combat ability 
for each soldier. 
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> Discipline - is a function of how well units will respond to the generals 
orders on the battlefield, including the likelihood that they will become 
impetuous or go beserk and how they will respond to commands to 
Rally. 


Discipline is distinct from combat ability and training - there can be 
high morale, powerful troops with low Discipline who are difficult to 
control [e.g. Barbarians] and highly Disciplined troops with relatively 
low morale or combat ability [e.g. inexperienced Legionaries]. 


o Impetuousness - Very high Morale, low Discipline units 
may become impetuous, and may attack enemy units 
without a direct order in some contexts. 


0 Modifiers - The Discipline level can be modified by unit 
type, skill/training, the commander’s influence, fatigue and 
morale. 


> Training - Training defines the units ability to deploy and manoeuvre 
in formation during battle. There are three levels of training for units, 
Untrained/Trained/Highly Trained. Training may be required to adopt 
specialist formations such as the Testudo or Phalanx. Training can also 
provide a bonus to the Discipline level. 


> Formations - Not every unit type is capable of going into every 
formation. Only Legionaries can form the testudo and only hoplites can 
form a phalanx. Barbarian mobs cannot form any ordered formations. 


> Age is stored in simple age categories for soldiers, i.e. young, adult, 
mature or old. Age is tracked to allow for troops to retire [and settle 
land] and to die. 


Unit Classes 


The armies in Rome: TW are made up of Units of soldiers. The units are divided 
into a range of Unit Classes that broadly represent how each type of unit will 
function in battle. Each Unit Class is then divided into specific Unit Types which 
make up the specific army lists of each Faction. Therefore the following unit 
Classes are not the same as unit Types. A Legionary is a heavy infantryman in the 
same way that a Macedonian hoplite is, and they both have the same basic 
function of being tough melee units, but the two fight in distinctly different ways. 


Each Faction in the game will have a list of Unit Types that has representatives 
from each of these Classes of Unit, however there are also special units which are 
unique to a Faction. Each unit Type is trained by the equivalent tech tree building 
for each faction for that Class. 


The list of Unit Classes below is ranked in the approximate order of the level of 
these Classes in the tech tree. 


The system will be open and flexible enough to allow for extra unit types, or entire 
factions, to be added to the game after the initial release. 


Note that the Unit Classes are fairly broad definitions and some unit types may 
share mixed attributes of multiple classes. 


Page of 246 128 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembly 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 


Special Units 


Some factions have Special Units which are unique to that faction or culture, such 
as Praetorian Guards, Gladiators or Elephants. Most of these units still conform to 
the basic characteristics of one of the main classes, but they will have additional 
skills or specialisations which set them apart. 


Generals & Commanders 


Generals are individual units on the battlefield. They have the full set of attributes 
of normal soldiers, as well as a number of additional skills and attributes which 
effect the performance of the overall army. Barbarian forces have kings and 
chieftains, who act as generals in all respects. 


General’s can be either Named Characters or Lesser Characters promoted from 
Units. Generals are a distinct unit with their own bodyguard, which will be made 
of the best available Cavalry or Vehicle unit. 


The position of a general on the battlefield influences the behaviour of nearby 
troops, making it easier to rally them etc. 


The number of units which can be controlled by a single General is determined by 
his Leadership rating. Generals gain Honour and Experience from Battles. This 
can be negative [for losing] as well as positive. If a General’s Honour is reduced to 
a negative figure [unless he is an Heir] he can be dismissed. However, this will 
have an Influence cost to the Faction as they lose face. 


Note, that a single Army can contain multiple Generals. However the command 
radius, skills and bonuses conferred by the Generals are not cumulative. An Army 
which has no General’s remaining in battle will have significantly reduced Morale 
and will cease to gain any Generalship bonuses. 


Combat Units 


The following unit classes are ranked according to generalised ‘levels’ 
corresponding to their approximate rank on the tech tree. Of course these are 
generalisations and there are numerous exceptions, so for example a very good 
missile infantry unit could be of more value than a basic heavy infantry unit. 


Peasants 
Level: 0 


These are basically farmers or citizens who've been given a pointy stick. Their 
main use in battle is as sword fodder to occupy or divert enemy units so that they 
can be attacked with a serious unit. The advantage they have is that they don’t 
require specialist training facilities. 


Light Infantry 
Level: 1 


Lightly armed, fast moving infantry acting in ordered formations; they are used to 
support heavy infantry. They are, however, more able to cover poor ground. They 
can stand and fight against cavalry (although this is inadvisable) and combine 
decent mobility with fighting ability. 


Melee Infantry 
Level: 2 


These are usually a disorganised mass of close-quarter fighters with a large 
variety of weaponry. Barbarian hordes come into this category. 
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Missile Infantry 
Level: 2 


As might be expected, these are lightly armoured troops with slings, bows and 
javelins that attack at range and should avoid hand-to-hand combat. 


Defensive Infantry 
Level: 2 


These are usually spearmen whose specialisation is to create a defensive shield 
against enemy melee units and cavalry. 


Scouts 
Level: 2 
Generally Light Cavalry or Infantry with the unique ability to be deployed outside 


of the defined area at the start of battle. They also have an increased line of 
sight. 


Skirmish Infantry 
Level: 2 


Skirmishers are lightly armed, fast moving and loose-ordered troops. They are not 
intended to stand in line of battle, but act as spoilers and harassers. They are also 
useful to counter some specialised troops such as Elephants and Scythed Chariots, 
where their manoeuvrability allows them to close quickly. They are highly effective 
in poor terrain. 


Heavy Infantry 
Level: 3 


Heavy infantry are the backbone of most armies in Rome: Total War, they are the 
front-line troops who fight in disciplined, close formations. 


They have two main purposes. As shock troops they are to engage and destroy 
the enemy infantry. They also form an important defensive core against an enemy 
charge or to deter cavalry. Horses, for example, will not charge into a mass of 
spear points. 


The weapon carried by heavy infantry determines their fighting style: spears are 
for long ranged, push-of-pikes kinds of units (e.g. hoplites), while a sword is a 
close-in melee weapon (e.g. legionaries). 


Light Cavalry 
Level: 3 
These are the mounted equivalent of skirmishers, used to harass enemy forces 


before the main bodies of opposing armies engage, and then for pursuit when (if) 
the enemy breaks. 


Note that some cavalry can fire while moving. 


Heavy Cavalry 
Level: 4 


Heavy cavalry are shock troops designed to break enemy formations, especially if 
they manage to attack a target in the flank. Some heavy cavalry may also be 
armed with missile weapons as a secondary weapon. 
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Super Heavy Cavalry 
Level: 5 


This is a cover all category for very heavily armoured cavalry, such as cataphracts 
and cataphract elephants. These units are slower and tougher than heavy 
cavalry. They are less able to charge, but are better in melee after the charge. 


Chariots & Elephants 
Level: 5 


Chariots operate much like cavalry with the exception that they are more limited 
in the terrain they can traverse as they can’t go over rough terrain or up steep 
slopes, and they can hold multiple soldiers [there are both 2 man and 4 man 
Chariots]. Like Cavalry they can fire while moving. 


Elephants are similar to Chariots in that they can contain multiple soldiers. 
However elephants are more than just vehicles they can also attack enemies with 
their tusks and trample them underfoot. Elephants will not die automatically when 
their crew is killed, but may go berserk. A routing elephant can crush troops from 
either side who are in their path. 


Hero Units 
Level: 5 


Hero Units are individual soldiers or small groups of soldiers who are individually 
tough enough to fight on the battlefield [cf. the Kensai or Ninja units in Shogun: 
Total War]. 


Artillery & Siege Engines 


Artillery 


Artillery units will include field units such as catapults, onagers, and ballistae. 
Artillery can be targetted against buildings and fortifications or against units of 
troops. The force fire command enables artillery to be targetted at the ground. 


Artillery Units are treated as coming complete with crews and cannot be manned 
by other units on the battlefield. Their crews can be killed independently of the 
equipment, and having the crew reduced will lower the rate of fire of the weapon. 


Artillery takes time to be deployed, so it must be unpacked on the Campaign Map 
or set-up during the Deployment phase [using Activity Points]. Some artillery can 
be moved during battle. 


Siege Engines 


These include Siege Towers [used to get over Walls], Ladders and Battering Rams 
[which can be open or covered]. 


> Ladders - Ladders are attached to units during deployment. Ladders are only 
able to mount walls up to the height of a small stone wall. Ladders are not 
able enter settlement gates. 


> Battering Rams - Battering Rams are also defined during deployment. They 
can be manned and moved by any infantry unit. The number of men manning 
the battering ram will determine its speed of movement and the strength of 
damage. 


> Siege Towers - Are placed during deployment, and can be manned and 
entered by any infantry unit. 
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Field Fortifications [wishlist] 


These cost Activity Points to place and can be put down during Deployment or as a 
Campaign Map action. 


Earthworks can be built up and trenches can be dug. 
Palisades can be placed which are effectively small mobile walls. 


Spikes can be placed, which are effectively a fixed wall of spears. 


VV V WV 


Caltrops will slow Units [especially Cavalry] and do slight damage. 


Fire Weapons 


Both missile and artillery units will be able to be upgraded to fire explosive or 
flaming ammunition. This includes 


> Naptha pots for catapults 
Naptha thrower [basically a flame thrower] 
Burning arrows 


Burning bolts [ballista] 


VV V WV 


Burning oil 


Miscellaneous Units 


Animals 


Animals, including attack dogs and incendiary pigs. These require animal masters 
to control them properly before use. They are effectively ‘fired’ at the enemy as 
once they are released they can not be directly controlled. Dogs attack the 
enemy. Incendiary pigs have the effect of routing enemy elephants. 


Special Abilities 


Units have a range of additional abilities which can apply during battle. 


Disengaging 
Units are able to disengage from other units which they are disengaged with. This 
generally requires that the unit is faster than the enemy they are fighting so they 
can put some space between themselves and the enemy units. This means that 
this tactic is most effective when used by Skirmishers and Fast Cavalry for hit and 
run attacks against slower, heavier troops. 


Berserkers 


Some units can enter a battle frenzy when their morale goes above a certain 
threshold. At this point the attack rating of the unit will go up, the defence rating 
will go down and they will fight to the death. 


Single Shot Throwing Weapons 


Some units, such as Legionary cohorts, have single use missile weapons such as 
javelins which they throw before closing for melee. If ordered to attack they will 
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automatically throw these weapons as their Primary Attack when they move to 
engage before moving to engage in melee. 


Fear [wishlist] 


Some units fear other units, for example horse cavalry fear camel cavalry and 
barbarian head hurlers can instil fear into more civilised troops. Units suffering 
from fear will have their morale reduced. 


Hatred [wishlist] 


Some unit types hate other unit types. Units who have hatred will be impetuous in 
engaging the enemy unit and will fight to the death once engaged. 


Baggage Trains 


Armies and navies have a baggage train that carries the necessary food, money, 
and other resources for the force. Without pay Units Loyalty and Morale will 
rapidly deteriorate and units may desert or rebel. 


The baggage train is a separate unit present with armies (as a collection of carts 
and tents) and fleets (as transport ships). It carries money, foodstuffs, and the 
building materials required to construct siege engines, fortifications and the like. 
Baggage trains are also where strategic units and Characters travelling with a 
military escort are located during a battle. 


If a baggage train is captured, a proportion of its contents are transferred to its 
new owner. The baggage train can also be destroyed in battle. In either case, the 
previous owner no longer has use of the resources, and his army may starve or go 
unpaid as a result. 


If the Leader of a Faction is with the Army then they will have a ‘Royal’ baggage 
tent. If this is lost the amount of cash and influence lost will be proportionately 
greater. 


Unit Actions 


All soldiers in the game will need to carry out the following actions. The 
animations for troops performing all of these will be desynchronised to make 
movement by units look more natural. 


Locomotion Actions 


> Walk/Run/Charge - the standard movement types for all men and 
creatures. 


> Climb - used to get up cliffs, walls, siege ladders and the like. Note that 
climbing abilities vary by unit type, only infantry can mount ladders 
[obviously], but units will also vary in terms of the slopes which they can go 
up, for example chariots will not be able to go up steep slopes. In siege 
situations most units may require siege towers to mount walls or breaches 
to get past them. 


> Fall - Units will be able to be pushed off the edge of cliffs or walls by force 
of mass from enemy units. 
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> 


> 


Fly - Units which are flung by large enemies [e.g. Elephants] or from 
artillery explosions will fly through the air. 


Rout - Routing Units will head for the ‘home’ side of the Map, which is the 
side that they arrived from. However, they will try to avoid enemy units as 
they flee. 


Enter/Exit Building - Infantry units can enter Towers at ground level to 
emerge at the battlements, or from the battlements to reach the ground. 
Defending units in settlements can garrison some buildings. 


Withdraw [wishlist] - backing up, keeping the same formation, but this is 
an action that only experienced troops can perform especially when in 
contact with the enemy. Note, uses ‘walk’ key pose. 


Swim & Wade [wishlist] 


o Units which can swim: lightly armed units without shields; light 
cavalry 


o Units which can wade: heavily armed units; units with shield; heavy 
cavalry; elephant. Note that wading can only take place at fords, 
which are indicated by rocks showing through the surface of the 
water. 


o Units which can’t swim or wade: vehicles, siege engines and 
artillery. 


Combat Actions 


> Attack - this will need to cover a range of different weapon types and 


contexts, including the following: 
o Range attacks 


« Fired Weapon - Firing weapons with multiple ammunition 
[such as bows or slings] will be the primary attack for units 
with these weapons. 


«Thrown Weapon - Thrown weapons [such as pilum or 
throwing axes] will be the initial primary weapon for units 
with these weapons. However, once this weapon is used 
they will close to melee without another attack order being 
required. 


o Melee attacks 
«Burning attacks - on buildings, siege engines or artillery. 


[wishlist] There are variations in the animation depending on the context of 
the attack. Striking at a mounted horseman should be different to striking 
at an infantry unit. Striking uphill [especially with long weapons] should 
adjust the animation. 


Defend - as with attacking this will ideally be context sensitive, so [for 
example] a unit facing a volley of arrow fire will crouch behind their shields 
whereas a unit bracing against a charge will brace their weapons. 


Man War Machines & Siege Equipment - Units will move and activate 
war machines. 


o Artillery - has a crew and cannot be manned by other units. 


o Siege engines - can be manned by any infantry unit. Battering 
rams can be deployed to attack gates, walls and buildings. 
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> 


o Siege ladders - defenders can push siege ladders away from walls if 
they are unmanned [wishlist]. 


Cavalry & Vehicles - Firing while moving [wishlist] - It is possible for 
mounted missile units to fire while moving. If cavalry units are set to fire at 
will then they will shoot at enemies who come into range while they are 
moving past them. If they are set to skirmish they will continually move 
and fire, riding into shoot then retreating. If set to engage at will they will 
move in and fire as per the attack order in Medieval: Total War. It will be 
possible to kill a rider, or the driver of a chariot or the mahout of an 
elephant separately from destroying his vehicle. At this point the mount or 
vehicle becomes uncontrollable. 


Other Actions 


> 


Hide - The ability of units to hide varies depending on their size and skills. 
Some units can hide in forest, others may be able to hide in long grass and 
cover and others may be able to hide on any terrain. Other units such as 
Generals and very large units such as siege engines and elephants are 
unable to hide. Hidden units are able to attack from cover and ambush the 
enemy. 


Units can automatically crouch and hide in long grass. 


> 


Death - death animations and effects will vary based on the cause [melee, 
missile, burning, crushing, falling, drowning]. Note, that when a unit falls 
[from a building, wall or through ice] they will always die. 


Idle - Units will have a number of idle animations which they use when 
they are standing still in formation. The frequency and distribution of these 
events will depend on the discipline of the unit. 


Surrender & Capture [wishlist] - Characters, Units or Buildings/Resources 
can be captured in battle. 


o When a Character is defeated in battle they are considered as 
subdued, at which point the player is given an option to Kill or 
Capture them [cf. M:TW]. If they are Captured then the Character 
stays with the enemy unit until the conclusion of the battle. If the 
capturing unit is destroyed or routed then the Characters 
automatically escapes and will try to make their way back to the 
baggage tent. 


o A Unit who fails its morale checks may either Rout or Surrender. If 
they Surrender then the enemy player has the option to Capture 
them. If they are Captured then the Unit that captured will escort 
them directly back to the Baggage Train and must stay with them 
until the conclusion of the battle [they become attached]. When 
they surrender they will throw down their weapons and their 
standard will become a white flag. 


Mount/dismount [wishlist] from whatever the character is riding, be this a 
horse, camel, elephant or chariot, or even a ship at sea. 


Taunt & Celebrate [wishlist] before a battle troops may taunt the enemy 
either as individuals making gestures, or on a more unit-wide level by 
beating shields with weapons and chanting. At the conclusion of a battle 
victorious troops will cheer and celebrate. 
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Animation Key Poses: 


In terms of animation, we have to keep the number of key poses to a minimum. All 
animations must start and end in a key pose. Base poses are: 


> Idle (weapon Drawn) 
Walk (weapon drawn) 
Run (weapon Drawn) 
Climb (weapon disappears) 


Swim (weapon disappears) 


VV VV WV 


Push (weapon disappears) 
> Dead 

Wishlist: 
> Charge (weapon lowered) - ideally should be distinct from ‘Run’ 
> Crouch/Hide 


Plus special key poses for special units 


Appearance Changes in Battle [wishlist] 


On higher end PC’s there are circumstances in which soldiers will change their 
appearance in response to combat. 


Facial Expressions 
Soldiers can change their facial expressions to indicate the following states. 


> Calm - The default neutral facial expression. 
Combat - A more intense facial expression during pitched combat. 
Battlecry - A shout which accompanies battle cries. 


Panic - An expression of fear as the soldier flees when routing. 


VV V WV 


Pain - An expression of pain when the soldier is wounded or dead. 


Mud and Blood 


The appearance of units may also be able to be modified during a battle. So Units 
who travel through mud will be able to get dirty, Units that have had a hard time 
in battle will be bloodied. This will be a performance configurable option. 


Merging and Splitting Units 
Merging Units 


Units of the same type can be merged by simply clicking and dragging their Unit 
icon onto the other. There will then be a confirmation box asking if the player 
wants to merge these units. Units cannot be merged above the maximum size for 
a Unit, and leftovers will remain in the original unit [as with Medieval Campaign 
Map merging]. 
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Splitting Units [wishlist] 


Any unit can be selected to be split into 2 smaller units. When a unit is divided it 
becomes 2 distinct units and there is no longer any attachment between the old 
units. There is a limit to how many Units can be split as the total number of units 
cannot exceed the Unit Icon slots in the battle [20 units]. When a unit is split 
there is a sliding scale on which the player can choose the exact number of troops 
to split off. The default size of the split will be based on splitting off 1/2 the size of 
a normal unit of that type - e.g. if Legionaries come in units of 40 the ‘quick split’ 
option will create 2 units of 20. 


Formations & Commands 


Not all formations will be available to all units. Some may only be done by 
experienced units [such as an ordered withdrawal or the testudo]. Some group 
formations may only be ordered by experienced generals. Options which are not 
available will be greyed out. 


Unit Formations 


Note that individual Unit orders will always supersede Group orders and when a 
Unit is given a direct order this will over-ride any ‘current’ Group order. 


Square 


An ordered formation of organised ranks - such as a Greek Phalanx or Roman 
Legion. Square is a misnomer, because the formation can be dragged into any 
rectangular shape as in Medieval. Units in square formation are generally more 
ordered [particularly if they are also Close] and will wheel and advance when they 
move when they are ordered to hold formation. The units at the front may get a 
significant combat bonus, and they also get the mass bonuses which are applied 
to pushing back the enemy. On the other hand the square is more vulnerable to 
flank and rear attacks suffers a greater penalty if their formation is broken. 


Column 


A single line of men. This is differentiated from a Square because it will move 
differently, with the column snaking around to follow the Leading soldier. Nota 
good formation for combat and units will try not to be caught in column. 


Wedge 
Focuses the attack on a central point during a Charge. Used to break enemy 
formations or lines, the Wedge formation has the greatest Shock bonus. Mainly 
used by Cavalry. Units will retain their formation when moving and charging, but 
will engage & pursue enemies individually once they are in melee. 


Mob 


A disordered band of troops which are only organised in terms of congregating 
around the Unit Leader and where each soldier fights individually. Can be in close 
formation [e.g. a Barbarian horde] or in loose formation [e.g. a group of 
Skirmishers]. Units in a Mob formation will engage & pursue enemy units 
individually. 
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Circle [wishlist] 


A circle of troops facing outwards. This allows a formation to defend against 
attack from every direction, and it allows missile troops to fire in every direction 
simultaneously. 


Formation Modifiers 


These can be applied to any of the formations above - for example a Square ora 
Mob may be closely ordered or loose. 


Close 


The soldiers are pressed closely together. This increases the advantages of mass 
and shock, but impedes rapid movement and makes an easier target for missile 
fire. Units in close and ordered formations will attempt to remain in formation 
during melee. 


Loose 


Loose formations allow more independent action by the individual troops and also 
allow the unit to move faster and change direction more easily. However, they get 
no mass/shock bonuses and are more vulnerable in melee. Soldiers in loose 
formations are more inclined to fight individually and to disregard the order of the 
formation. 


Specialist Formations 
Testudo Specialist Legionary Formation 


Combines the strength of close order with protection from missile fire. On the 
down side it is slow and difficult to manoeuvre. Mainly used for approaching 
enemy strongpoints such as fortifications. 


Phalanx Specialist Hoplite Formation 


This formation allows Hoplites to press into close formation to present an 
impenetrable wall of spears to the enemy and to bring increased mass and shock 
to bear. Units in the second and third ranks are also able to strike the enemy. 


Caracole Specialist Cavalry Formation [wishlist] 


A cavalry formation where the horses go around in a wheel and missiles are fired 
from one point on the wheel in order to focus an attack at one point of an enemy 
unit - an early version of the machine gun. 


Melee States & Standing Orders 


Both Melee States and Standing Orders allow the player to define the behaviour of 
a unit. The difference with Standing Orders is simply that they are orders which 
the Unit will then carry out semi-autonomously whereas melee states define how 
the unit will respond to battlefield situations. 


Melee States 


> Defend - Units react defensively to opponent units; hold position and 
defend self if attacked, attack in defensive posture if ordered to attack. 
Missile troops will not fire until enemy is in close contact. 
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> Engage at Will - Units will stay engaged with enemy units, even if it 
means breaking formation or pursuing. Units will advance to attack enemy 
units if they are within ‘charge range’. 


> Skirmish - Missile Units will stay at the edge of their range to fire at the 
enemy and move back when approached. Melee units will charge in to 
engage the enemy flanks or rear and pull back when the enemy is ready to 
engage. 


> Rout - Run for your life! Note, units cannot be ordered to Rout. Units 
which rout will continue to assess their situation and if it improves it may 
be possible to Rally them. 


Standing Orders [wishlist] 


> Patrol — Move back and forth between defined waypoints, attacking any 
enemy units encountered. 


> Scout — Move to search a selected area avoiding direct conflict with any 
enemy units encountered. 


> Sneak - Try to move without being detected. This is a slow rate of 
movement. 


> Withdraw - Retreat off the map in order 


> Guard — protect a selected unit or location. 


Group Formations 


Group Formations will effect both deployment/movement and also behaviour as 
the Units will continue to act in context and support one another. This will be 
based on 3 main improvements to the Group Formations relative to Medieval. 


Specific Group Formations may vary according to Faction. 


> Flagged Melee States - As well as being deployed into the appropriate 
relative positions the Melee States [see below] of the units will adapt to the 
particular group formation. 


> Awareness of other Units - Units will have some awareness of their 
relative position to other units within the group. For example units on the 
left flank will Guard the Unit to their right. Units held back and flagged to 
Pursue will stay behind the Unit in front of them. 


> Moving in Formation - Units which are in a Group Formation will 
continue to move in formation [wheel and advance] rather than breaking 
up and reforming at the point they move to. Units in a Group will move at 
the speed of the slowest Unit in the Group. 


Line & Column 


Units can be quickly grouped into a line or Column. Units in Column will ‘snake’ 
their way around the map when they are given movement orders. 


Offensive 


Deploys the Assault Units [Heavy Infantry/Cavalry] to the front ready for a frontal 
assault or charge [flagged to Engage at Will]. Light Units will stay to the flanks 
[flagged to Guard and Skirmish] in support and missile units will fire from the back 
[flagged to Skirmish]. The Group is flagged to Hold Formation. 


Page of 246 139 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembl 


Rome: 


otal War and the Total War logo are Trademarks of The Creative 


Assembly. All Rights Reserved. 


Defensive 


Deploys the Defensive Units to the front ready to receive an Enemy attack 
[flagged to Hold Position and Hold Formation]. Missile units will stay to the back 
[Flagged to Skirmish]. Light Units will stay to the flanks [Flagged to Skirmish]. 


Skirmish 


Deploys Light units to the front to harass the enemy. Missile Units will come 
forward and drop back as appropriate to fire at the enemy while staying clear of 
engagement. Heavy Units will stay to the rear, out of range but close enough to 
step into pitched battle if necessary. The Group is not flagged to Hold Formation. 


Environment Factors & Terrain 


Terrain Types & Terrain Features 


Note: Please see Climatic Regions section from Campaign Map to see how terrain 
correlates between the two levels of the game. The terrain type on the campaign 
map will correspond with the battlemap terrain. 


Terrain Features & Objects 


> 


> 


VV V WV 


Short Grass 
> 


> 
> 
> 


Foliage - Trees, forests and undergrowth. There may also be dead trees 
and logs. 


Undergrowth - Long grass, fields of crops, scrub, bushes and reeds along 
water edges. [wishlist] undergrowth will wave in the wind. 


Rocks and outcrops 


Buildings and fortifications - Buildings will be able to be animated, for 
example sails turning on windmills. Buildings will have multiple stages of 
damage and destruction. 


Field Fortifications - palisades, spikes, earthworks, ditches. 


Walls - which can be obstacles, can provide cover from missile fire and can 
hide units. 


Roads, Bridges and Fords - effect the movement speed of units. 
Rubble - from destroyed buildings and walls will remain on the battlefield. 
Ambient animals [wishlist] - birds and wildlife. 


Ambient characters [wishlist] - peasants and citizens. There will be 
more ambient characters in a settlement if a siege assault is not taking 
place. 


Indicated by texture. 
Standard surface. 
No unit or combat bonuses. 


Dust arises from movement. 


Note: Cultivated Farmland has a different texture but otherwise acts as Short 


Grass. 
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Undergrowth - Long Grass, Crops & Scrub 
> Long grass & cultivated fields. 
Scrub and Bushes. 
Allows Infantry to Hide. 
Slows movement of Units. 
Increases Fatigue. 
Restricts movement of Cavalry & Vehicles [except Elephants]. 
Breaks order of formations. 


Partially obstructs missile fire. 


VV VV VV V WV 


[wishlist] Can be set on fire, which will spread. 


Sand 
Slows movement [all units except Camels] 


Increases fatigue. 


Units will appear to sink slightly. 


VV V WV 


Dust arises from movement. 


Roads/Paved 
> No combat effect. 


> Movement bonus to all units. Double movement bonus to Vehicles. 


Rocky Ground/Volcanic 
> Slows movement. 


> Disrupts order of formations. 
> Combat penalty to Cavalry. 
> 


Dust arises from movement. 


Open Forest 


> Trees are individual models, which can be burnt. [wishlist - trees may sway 
in the wind] 


Trees provide cover from missile fire 
> Allow Units to Hide 


> Trees can be individually burnt. 


Dense Forest 
> As Open Forest but with more trees. 


> Trees can be individually burnt. 


> Incurs combat penalty on cavalry and vehicles. 


Swamps, Mud & Water Edges 
> Slows movement of Units - especially heavily armoured units and Cavalry. 
> Prevents access for vehicles and siege engines. 
> Increases Fatigue 
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> Units will appear to sink 


Hills/Slopes 
> Going uphill increases Fatigue 


> Going uphill slows Movement 
> Attacking downhill provides Attack Bonus and Mass/Impetus Bonus. 


Note: increased range for Missile Units is implicit because trajectories are 
calculated. 


Water 
> Light Infantry and Light Cavalry Units can Swim. If Fatigue takes Hit Points 
to 1 then the Unit Drowns. Swim is a Skill. 


> [wishlist] Water will have waves, and waves will lap at the edge of the 
shore. 


Note: Units can be shot while in the water. 


Snow 
> As Sand, but Fatigue and Movement penalties are greater. 


> Units will appear to sink slightly in Snow. 


> Snow will be Seasonal. 


Ice [wishlist] 


> Can break under weight of Heavy Units - causing death. Ice has a 
Thickness level [varying by Season] which can be compared to the Weight 
of the Units above it, this determines the % chance of it breaking. There 
will be some warning before the ice breaks, as there will be a sound effect 
of cracking. 


> Snow will be Seasonal. 


Cliffs & Gorges 


Note, as well as slopes there will be hard edges to the terrain which are 
impassable. Missile Units [but not Artillery] at the top of a Cliff will be able to see 
units below and possibly shoot at them. Units at the bottom may not be able to 
respond. Units can be driven over the edge of cliffs by shock and mass of 
attacking troops. 


Terrain Specific Geography 
Different terrain types will have unique geography, for example Deserts may have 
mesa’s and crested dunes while 


Buildings 
> Buildings can be destroyed by crushing or fire [they Have HP’s] and have 
multiple stages of destruction. 


> Some buildings [with steps on side] can be climbed and units can be 
deployed on top of them. 
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> Buildings are able to include animated or ambient features, such as sails on 
windmills, fluttering flags on battlements or smoke rising from chimneys. 


Walls 


> Walls provide cover from missile fire and may allow units to hide. Some 
walls can be fired through. 


> Walls can be destroyed [Have HP’s] and have multiple stages of 
destruction. Falling debris from walls can damage units. 


> Larger Walls can have Units on top of them. 
> Largest Walls can have Artillery platforms attached to the back of them. 
Gates 


> As walls, but can Open/Close automatically in response to friendly troops 
moving through. 


> Gates can’t have Units on top of them. 
Fire & Smoke 


> Fire will destroy buildings and trees [depending on their Armour Class and 
Hit Points]. 


Fire will do damage to Troops in proximity to it. 
Fire can spread between Buildings and Trees. 


Smoke will cause Fatigue to Units engulfed by it. 


VV V WV 


Fire can spread across grass and fuel can be placed on ground to be ignited 
- each square on the physical grid will have a rating for Fuel and Fire 
Intensity so ground can be ignited and will consume fuel. 


Ammunition 
The impact point of large artillery missiles will be shown on the terrain. 


[wishlist] The physical grid of the battlefield will keep track of arrows landing and 
it will be possible for missile troops to recover ammunition. 


Environmental Effects 


Environmental effects will include: 


Environmental Anims 

Fluttering banners, smoke rising from chimneys, cooking fires, mill-wheels turning, 
fountains spouting or whatever we can afford in terms of art and processor time. 
Environmental animations could be a scalable performance option. 


Pyrotechnics & Particle Effects 


Explosions and burning buildings, artillery, siege engines and trees. Smoke will 
spread according the wind direction and hamper visibility. The amount of fire on 
burning buildings or siege engines will be used to help indicate the degree of 
damage. 


Incendiary weapons include burning flaming arrows, Naptha Throwers, Naptha 
Pots [catapult ammunition] and torches [carried by infantry]. 
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Weather 


Weather and visibility will be accurately represented. Mist and rain will make fires 
less likely to take hold, as well as causing armoured units to become fatigued at a 
slighter faster rate, and archery effectiveness will be affected by the weather, 
especially by rain. Rain will effect the range of archers [wet bow strings have less 
power]. 


Weather will vary by season. 
Wind 


Wind will effect the range and accuracy of missiles and the spread of fire and 
smoke. There will be a visual indicator wind speed and direction. 


Night Battles 


There will be a definite day-night cycle and lighting will change over time during a 
battle. Dusk and nightfall will generally bring an end to any active fighting ina 
battle and a victor will be determined [conversely night battles will be concluded 
by the coming of day]. The sun’s position will change in the sky. The moons 
position as well as its phase will be represented. 


Ships 


There may be ships present in the ocean offshore, or in the Docks of a settlement. 
They take no part in battle, and cannot be targetted with missile weapons or 
artillery. 


Ambient Critters & Peasants [wishlist] 


There will be occasional ambient animals on the battlefield, depending on the 
terrain type and climate zone. These will include, horses, camels, pigs and deer. 


Wildlife on the battlefield will be disturbed by the presence of soldiers nearby: 
birds will fly over trees where large numbers of troops are hiding. Black birds 
[crows] will be present inland, White birds [seagulls] will be present on the coast. 
Vultures will circle above the battlefield in deserts. 


Peasants may be present on farms and there will be some civilians wandering 
around in cities. Civilians will have no combat abilities and will just try to flee as 
soon as any fighting starts, therefore they will not be present during sieges or 
assaults. 


[wishlist] Crows will settle on the bodies of dead units. Dolphins and sharks will be 
occasionally visible in the sea. 


Dynamic Terrain Effects [wishlist] 
> Fire will scorch the terrain. 


> Artillery will leave craters. 


> Units will leave temporary footprints in snow or sand. 


Deployment 


This will work in a similar way to Medieval: TW, but there will be additional order 
options and the concept of Activity Points will be introduced to reflect the tactical 
advantage of each Army. Unlike Medieval the Attacker cannot choose the day of 
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the attack on the Battlefield because this is determined from the Campaign Map 
move. 


Deployment Area 


When the Army zooms to the Battlefield there will be a defined area in which the 
army can deploy. Both Armies will be initially laid out in a default formation. 
Unlike Medieval, both the Attacker and Defender can deploy, but the attacker will 
have a more limited area. 


The size and shape of the area in which an Army can deploy is determined by 
tactical considerations - including which flank they entered the battlefield from 
and also the degree of surprise. Defenders will generally be deployed at the 
centre of the tile on the edge of the Battlefield furthest from the Attacker. 


Scouts are special units which are allowed to deploy outside the deployment area 
in any position where they will be concealed from the enemy. 


Default Formation Options 


The player can select to deploy their army into a default formation, which can then 
be modified by moving individual units. The initial default formation will be 
balanced, which will be a standard deployment. Other formation options will be: 


> Attack - Deployed forward in the deployment area with offensive 
troops to the front, and the General in the front line. 


> Defence - Deployed on the most defensible ground [high ground] with 
the defensive troops to the front and the General protected to the rear. 


> Concealed - Deployed with the maximum number of troops hidden out 
of the line of sight of the enemy. 


Flanks 


The side from which an Attacking Army approached the Defender will determine 
the side on which they are deployed on the Campaign Map. This will also be the 
case for Reinforcements who will also enter the Battlefield from the same side that 
they approached on the Campaign Map. This will also enable armies to attack a 
defender from multiple sides in an attempt to encircle them. 


Order Options & Order Queuing 


During the Deployment stage waypoints [up to 8 per unit] can be laid down for 
units and orders can be queued. These orders will begin to be executed as soon 
as the battle commences. 


Each side will have a number of Activity Points remaining from their move on the 
Campaign Map. These can be spent on army actions and additional tactical 
options: 


> Deploy Artillery - Artillery units can be unpacked and deployed. 


> Deploy Siege Engines - Siege engines can be built and deployed. 
The number of Siege Engines depends on the number of infantry 
soldiers in the army, the types available and the rate of construction of 
Siege Engines depends on the number and level of Engineers with the 
Army. 


> Lay Field Fortifications - The army can place quick earthworks, 
spikes, caltrops or stockades. 


> Outflanking - The army can deploy Units to try to go around the flanks 
of the enemy to arrive later in the battle [effectively as 
reinforcements’ ]. 
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> Advance Scouts - The Army can deploy some Scout Units outside of 
the Deployment area. 


Range Indicators 


During deployment artillery and range units wills will have a range indicator 
marked on the battlefield. 


Night Raids 


Night raids are an option for attacking army. Their chance of success is 
determined by the Generals skill and the size of the army. 


If a night raid is successfully launched the attacker gets to attack at night and the 
defender gets no chance to deploy. If it fails the ‘defender’ gets the option to 
attack and the ‘raider’ will not have a chance to deploy and will suffer a fatigue 
penalty. 


Reinforcements 


There are 2 types of Reinforcements. Firstly a large army may not have all its 
forces arrive on the battlefield simultaneously, particularly if it has been ona 
forced march where slower units may have fallen behind. In this case additional 
units will arrive during the course of battle. Secondly, Allied armies may arrive 
during the course of a battle. Allied Armies include both additional armies from 
the same faction and armies arriving to help from Allied Factions. Note that Allied 
Armies from other Factions may change their allegiance once they reach the 
battle, or during the course of the battle. 


Armies from the same Faction 


If a large army attacks a defending army not all of its troops may arrive 
simultaneously and some will become available as reinforcements during the 
course of Battle. 


As Reinforcements become available they queue up and can be brought onto the 
battlefield when/where the player chooses [indicated on the radar]. The queue is 
indicated by a stack of icons and the player clicks this stack and then on the point 
on the map or radar where they want the units to come on. [cf. Ground Control]. 


Units which enter the battlefield in this way will be limited to the ‘home’ side of 
their army. 


Allied Armies 


If allied armies are brought on as reinforcements they will arrive through the 
course of the battle. Depending on their movement they may arrive at the 
battlefield at a later stage of the battle or not at all. 


Note: if a battle is won before reinforcements arrive then it is considered as won - 
it will not wait for the reinforcements to arrive and for their combat to be resolved. 


Reinforcements for Allied Armies will be limited to the ‘home’ side of the flank 
from which that army entered the battlefield. 
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Siege Assaults 


Sieges are divided between the Campaign Map and the Battlefield. The real time 
Battlefield will only be used for the Assault phase. Strategic aspects of besieging 
a settlement will be handled on the Campaign Map [see ‘Sieges - Strategy’ below 
in the Campaign section] 


From the moment of the assault Sieges on the Battlefield are conducted in the 
same way as ordinary Field Battles, with a few special cases that need to be 
considered. 


Deployment 


During deployment the Attacker and the Defender are able to build Siege Engines 
and Defences and conduct other strategic actions such as Sapping or building 
Field Fortifications. The player has a number of slots which allocated to these 
actions that are spent during deployment. The number of slots available depends 
on the available manpower [the number of Infantry soldiers] and the engines 
available and their rate of construction [how many can be built in a turn] depends 
on the number and the level of engineers with the army. Each slot can be spent 
on any action, but some actions take multiple slots. 


Defenders in a siege are able to deploy units onto the walls and to the towers. 
The Siege options include: 


> Construct Siege Engines - Including Towers, Ladders and Rams [covered 
or open]. 


> Sapping & Counter Sapping - Sapping actions can be specifically 
targetted at points on the enemy defences. Counter sapping can be 
targetted by the defenders, either to shore up defences or to destroy 
sapping tunnels. 


> Field Fortifications - These include palisades, ditches and spiked ditches. 


The available slots reset after each assault. 


Assaulting the Walls 


There are two ways to get into a settlement - either through a breach or over the 
walls. Breaches can be created in the walls or the gate with artillery or battering 
rams. Walls can be gotten over using Siege Towers and Ladders. 


Damage to Walls 
Walls have a sequence of stages of damage: 


> Undamaged 


> Damaged 1 - Ramparts still intact to a point where men can still stand on 
them [i.e. it gives a warning to the player that it's risky staying up there] 


Damaged 2 - Ramparts destroyed, men can't stand on them. 
> Damaged 3 - Breached - small breach 


> Destroyed - Completely destroyed. 


Units on Walls and Buildings 


Units and Artillery can be deployed on top of walls and some buildings. Missile 
Units can fire directly down, and Artillery can fire from the walls. 
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If a section of wall or a building is destroyed while troops are on it then all of those 
troops will be killed. 


[wishlist] There will be specialised weapons which can be dropped from walls, 
including rocks, hot sand and boiling oil. 


Gates and Defences 


As well as Walls being able to support troops it is also possible to build active 
defences. Towers can be built which fire arrows or artillery. Boiling oil, stones or 
hot sand can be thrown down. Gates can open from the inside to allow sallies 
from the defenders. Tunnels can include murder holes. 


Fighting Within Cities 
Once the Walls are breached and troops are in the Settlement the fighting 


continues until the Defenders are eliminated. If Defenders route they will retreat 
to the centre of the Settlement where they will fight to the last. 


There will be an option for Buildings to become transparent so that it is still 
possible to see Units as they move through the streets. 


Cities have a regular street plan which will facilitate pathfinding through the 
Settlement. 


Line of Sight 


Enemy walls will block the line of sight of units outside of them. Therefore 
attacking armies will not be able to see the movement of defending troops inside 
a settlement. Also walls will elevate the line of sight of troops on them, allowing 
them to see a greater distance. 


Hiding Units 
Defending infantry units can be hidden within some buildings. From there they 


can be brought out to ambush the attackers. If a building is destroyed while a unit 
is in it the unit will be killed. 


[wishlist] missile units can fire out from buildings within which they are hidden. 


Buildings 


Buildings on the battlefield will show strikes as they are hit with artillery, they will 
show when they are damaged with smoke and fire, and when they are destroyed 
they will collapse into the ground leaving a pile of rubble. All buildings collapse in 
smoke/dust when they are destroyed. Walls can include localised damage and 
can be steadily reduced by artillery. 


Some buildings will have animated sections, either for functional purposes or to 
lend colour. These will include gates that open, chimneys that smoke, banners 
fluttering in wind etc. This will be a performance related option which can be 
turned off. 


Troops may also be Set to ‘Guard’ buildings areas or other Units . 


Because the Campaign Map and Battlefield are coherent damage done to 
buildings in Battle will have a direct effect on the Campaign Map - i.e. if a building 
is destroyed or looted. If buildings or upgrades are destroyed in battle they will be 
lost on the Campaign Map. 


Building will be created on the Campaign Map and cities will have a defined plan, 
therefore players will not be able to directly place buildings or roads/aqueducts on 
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the battlefield and will not be able to modify the terrain to make a place for them. 
Consequently buildings will only be able to be placed on flat areas. This means 
that the terrain may inherently limit the size of cities in some areas. On the other 
hand Walls and Fortifications will be able to be placed on slopes so that they can 
track the contour of the land. 


Ambient buildings [houses, farms etc.] will not be Built by the player but will just 
appear based on the population statistics of the settlement - size, health, 
culture/civilisation. 


Buildings cannot be placed on slopes beyond a certain level of steepness and 
doors will always be placed at ground level. 


Victory & Defeat 


The Army who moved onto the other army on the Campaign Map is considered as 
the Attacker, the other army is the Defender. From this point Victory is 
determined as follows... 


Win campaign - unlock features [e.g. play other factions] 


Attacker 


Win - Hold the field. Kill, route or capture enemy army. Successfully complete all 
Victory Conditions [in Custom Battle]. 


Lose - Driven from the field. Fail to drive defender from field within time limit. 
Fail to successfully complete all Victory Conditions [in Custom Battle]. 


When an attacker loses due to time expiring then there Army on the Campaign 
Map will fall back to the nearest available ‘tile’ in the direction from which they 
attacked. 


Defender 


Win - Hold the field. Kill, route or capture enemy army. Be present on the field 
when time expires. Attacker fails to successfully complete all Victory Conditions 
[in Custom Battle]. 


Lose - Driven from the field or killed. Attacker successfully completes all Victory 
Conditions [in Custom Battle]. 


Concluding Battles 


The following strategies will be implemented to avoid a boring ‘mopping up’ stage 
of hunting around the battlefield for remaining hidden units at the conclusion of 
battle. These features will also prevent stalemates where small armies are able to 
defend territories simply by hiding for the time limit of the battle; 


> Auto Scouting - Units can be set to Scout as an order [see above]. This 
will make it easier to find remaining units. 


> Morale - Units will analyse the overall ratio of troops in the battle. If the 
situation is utterly hopeless then they will get a morale reduction and will 
tend to withdraw or route. 


> Generals and the Baggage Train Cannot Hide - Once they in the line 
of sight their position will continue to be shown on the radar. 
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Custom Battles 


In Custom Battles with scripted Victory Conditions it is possible for Armies to have 
a Draw. This would occur in cases where both sides are effectively Attackers [i.e. 
they have defined objectives such as taking a hill] and they both fail to achieve 
this objective. 


Victory Conditions 


The game supports the following Victory Conditions, which can be defined for 
Historic Battles or Custom Battles. The converse of each of these conditions can 
be implicitly applied, for example Defend a specific unit, where if the Destroy 
Specific unit condition is achieved by the enemy the player will lose. 


> Destroy specific unit[s] 

Destroy total units 

Destroy percentage of units 

Destroy specific army[s] 

Destroy specific factions[s] 

Destroy specific character[s] 

Capture unit[s] 

Capture character[s] 

Reach a defined point on the battlefield 
Hold a defined point on the battlefield 
Sight unit or item[s] [e.g. standard or building] 


VV VV VV VV VV WV 


Destroy building[s] 


Time Limits 


Time limits can be applied to any condition, or can initiate a condition, e.g. victory 
can require killing the enemy general within 5 minutes, a captured position could 
have to be held for 2 minutes or after 2 minutes a new victory condition can be 
triggered. 


After the Battle 


Honour and Experience 


After the Battle each side will have their ‘Score’ calculated for that Battle. This 
score will determine the Honour & Experience Bonuses which will be awarded to 
the General and the Army respectively. This scoring aspect to battles will be done 
to reward the player and also to encourage active engagement rather than stand- 
offs. The score will be calculated based on the following results; 


> Win/Lose - Simply winning or losing determines the base [1pt] of Honour 
gained. 


> Casualty Ratio - The ratio of casualties inflicted to casualties received 
will modify the bonuses. This will take into account the strength of the 
various troops as well as their numbers. It will also take into account 
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Handicap factors such as the advantages of being Defender or the 
advantage of Defending a fortified position. Note that the bonus here can 
be negative - so an inefficient victory could end up conferring no bonus. 


> Kill/Capture General or Hero - Killing or capturing a main Character of 
the Enemy will confer an Honour/Experience bonus to the Unit that 
captured them. 


> Capture Standard - Capturing an enemy standard will confer an Honour 
bonus to the winning side and a morale penalty to the losing side. 


> Destroy/Capture Enemy Baggage Train - Capturing or destroying these 
resources will confer a bonus. 


> Take Enemy Settlement or Fortification - Capturing a town will confer 
a bonus. 


Based on the relative Score for the battle a Victory will be rated as either a Close 
Victory, Victory, Clear Victory or Crushing Victory. Losses will be rated as Close 
Defeat, Defeat, Severe Defeat or Crushing Defeat. 


Battle Summary Screen 
The Battle Summary Screen will show the following information. 


> Result - Win, Lose or Draw, with the degree [Close, Average, Clear or 
Crushing]. 


> Casualties - inflicted and suffered for each unit in the army, as well as the 
total for the overall army. 


Honour Gained - any bonuses which have been gained by Characters. 
Experience Gained - Any bonuses which have been gained by Units. 
Named Characters - killed or captured 

Standards - Captured or lost 


Baggage Train - tents captured or lost. 


VV VV V Vv 


Settlement or Fortress - Captured or destroyed. 


Recovering Casualties 


After a battle it is possible for the Victor to recover some of their casualties 
through the use of Doctors [Special Unit. The percentage of casualties who are 
treated and recover depends on the skill/experience of the army’s doctors and the 
general battlefield conditions and location. More people will die on a hot, swampy 
battleground in summer than in, say, a temperate forest. 


See ‘Doctors’ under unit descriptions. 


Captured Enemy Units 


As noted above [re ‘Army Actions’] enemy Units can be captured in Battle. There 
are a number of options for treating enemy units after a battle: 


> Sell as Slaves - Provides a one off cash bonus. 


> Press into Service - Recruits these Units into the Army. However their 
Loyalty will be suspect. 


> Hire as Mercenaries - Make a one off payment to have the troops join a 
Faction. 


> Settle/Release - Releases these units which gives a Population bonus to 
the nearest Settlement. 
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> Kill - Feed them to the crows [or seagulls]. 


Historical Battles 


There are a number of additional victory conditions which can be included into 
Historic Battles. Each of these victory conditions also includes its logical opposite, 
e.g. the converse of ‘Kill’ an enemy Character is to ‘Protect’ an allied character. 


In general these specific victory conditions will only be applied in scripted battles 
which are contained in the narrative Historical Campaigns or single Historic 
Battles. However, the greater range of tactical options in the Strategy stage 
preceding battle in the full game means that some of these victory conditions may 
also apply in the full game [TBD]. 


The battle conditions can encompass the following parameters: 

> Kill, Capture or Route Units - #, % or specific units can be defined 
Capture or Destroy - area, building or baggage train 
Find - an Object or character 


Time limits - can be applied to the completion of any condition. 


VV V WV 


Escape - in Breakthrough scenarios the objective may be to avoid or break 
through the defenders to escape off the edge of the map. 


> Destroy Buildings - Any building can be defined as a victory condition for 
any or all armies. 


Triggers 


Conditions can be queued and scripted with conditions. So a battle may involve 
the player “Capturing OR Killing the enemy General AND Capturing a Bridgehead 
THEN Finding the army standard and bringing it back to the army camp”. 


It is also possible to trigger events in battle based on time, so for example 
reinforcements can be brought into battle 2 minutes AFTER a particular area has 
been captured. 


Player Information 
In order for the conditions to be intuitive they must be made obvious to the player. 


Victory conditions will be able to be reviewed at any time using a Function Key, 
also the radar will highlight current victory objective and the cursor tool tip will 
highlight them. 


Scripted Behaviour 


It is possible to define battle plans and objectives for the ai armies based on 
selecting from the range of scripted battle plans and strategies which have been 
created for the full game. 


This can apply both to enemy [ai] armies and to allied armies. 


Branching from Battle Results 


Win/Lose results in Battles and achievement of specific Victory Conditions can 
result in different battles being selected from a sequence so that it is possible to 
have semi-linear branching campaigns. 
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Historical Battles List 


There are a large number of candidates for Historical Battles. The engine can 
easily support specifically Roman battles or other battles of ancient armies such 
as the Greeks vs. the Persians or the battles of Alexander the Great. 


Some of the candidates for battles could include the following sources. 


> Teutoberger Forest - German ambush and massacre of Roman 
Legions in 9AD. 


> Persian Wars - Thermopolyae, Marathon. 
Boedecia - The revolt against Rome. 


> Civil Wars - The first Triumvirate, Caesar vs. Pompey and Octavian 
[Augustus] vs. Marc Antony 


> Battles of Alexander the Great 


Naval Combat [Expansion/Wishlist] 


Real time naval combat will not be included in the original release of Romans, but 
may be a key feature of the first expansion. 


In the original game the player will get a set of tactical options when navies meet 
on the Campaign Map - analogous to when armies meet on land. This will still 
give some tactical depth to the Naval side of the game. 


Naval battles will use as many of the same mechanics as land battles as possible. 
Fire and hand-to-hand combat in boarding actions will be conducted by the troops 
on the ship as a unit. 


Ships can be treated as ‘big chariots’ in terms of movement, manoeuvrability etc. 
As the rowing crew becomes fatigued, the top speed gradually reduces, but ships 
can put on a ramming speed spurt at the risk of exhausting the crew. 


Special damage conditions will need to exist where one set of oars are destroyed 
on one side; oars, sails and hull damage will have to be considered separately. 
When a ship is damaged it eventually sinks; crews of a sinking ship will always 
drown &/or be eaten by sharks. 


The sea conditions for naval battles will always be flat: naval battles did not take 
place in bad weather, or particularly far from coasts. However, there will be hidden 
rocks and reefs in the sea. For example, it will be particularly dramatic if a small 
ship (a bireme) sails over a reef while something like a quad- or quinquireme has 
its bottom ripped out on the rocks. 
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Characters & Strategic Units 


<<See Character_List.xls, Historic_Characters.xls>> 


The character mechanics will be an evolution of the system in Medieval: TW. There 
will be RPG elements to character management and development, as characters 
an important focus for politics, the command structure of armies, and making sure 
that a faction survives to the next generation. 


There are two main mechanisms for developing skills. The first is experience, 
where successfully winning battles will improve the skills and attributes of a 
general for example. The second is through training - so various buildings and 
upgrades may confer new skills to characters who visit them or who are trained at 
them. 


Character development will be a key strategy/reward structure within the game. 
There are two main categories of characters in the game. 


Characters 
Remove 'Experience' as a separate factor because VnVs are an experience based system. 


Characters 
Character Attributes 
Age 


In years 


Gravitas 
Combines former Dignitas & Influence [Delete Influence]. 
> Modifies Loyalty of Population or Army. 


> Modifies Senate Actions and Reactions [e.g. awarding of positions] 


Strategos - formerly Generalship 
Equivalent to Command in Medieval 


Core military leadership attribute and innate strategic sense. 


Dynamos - formerly Administration 
Management Skill - Equivalent to Admin in Medieval 
> Modifies Building, Trade & Farming Efficiency 
> Unrelated to Loyalty modifiers. 


Virtues 
> Acquired through game events & Experience [cf. Medieval] 
> Enabled through Academy 
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Vices 
> Comparable with Medieval - included to add flavour. 


> Not random - always in response to player actions/inaction. 


Loyalty - Delete 


Loyalty is now only a function of Populations & Armies, not characters. All 
characters are Named Characters and will not change sides or revolt. 


Dread - Delete 


Merge ‘dread’ effects into vices. 


Named Characters 

Adoption 
New named characters are created through Adoption. 
Opportunities for Adoption can be provided via Senate Missions. 


Adopting characters costs money. 


VV V WV 


Daughters can be ‘spent’ to Adopt new named characters. These characters come 
from a pool. 


> Alternatively daughters can be ‘spent’ to cement alliances. 


Characters & Ancillary Units 
Named Characters 
Named characters are always Generals if leading and army. 


Named characters are always Governors if based in a settlement. 


Ancillary Units 
Doctor/Engineer/Quartermaster/Priest 
> One per army 


> Three Levels of Training/Experience 


Characters 
Character Attributes 
Age 


In years 
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Experience Level 


Experience is accumulated through actions. When a character goes up by 
an experience level they are able to ‘purchase’ new skills. This option is 
presented via a pop-up event window. 


Gravitas 
Combines former Dignitas & Influence [Delete Influence]. 
Modifies Loyalty of Population or Army. 


Modifies Senate Actions and Reactions [e.g. awarding of positions] 


Strategos - formerly Generalship 
Equivalent to Command in Medieval 


Core military leadership attribute and innate strategic sense. 


Dynamos - formerly Administration 
Management Skill - Equivalent to Admin in Medieval 
Modifies Building, Trade & Farming Efficiency 


Unrelated to Loyalty modifiers. 


Skills 

Enabled through Academy 

Acquired by player through Experience. 

Comparable to Medieval Virtues - but selected by Player 
Vices 


Comparable with Medieval - included to add flavour. 


Not random - always in response to player actions/inaction. 


Loyalty - Delete 


Loyalty is now only a function of Populations & Armies, not characters. All 
characters are Named Characters and will not change sides or revolt. 


Dread - Delete 


Merge ‘dread’ effects into vices. 


Named Characters 
Named characters are always Generals if leading and army. 
Named characters are always Governors if based in a settlement. 


Family Tree 
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New named characters can grow up through the family tree. 
Adoption 

New named characters are created through Adoption. 
Adopting characters costs money. 

Adoption is done through ‘Adoption’ screen [cf. HOMM] 


Named Characters 


These are characters who are a member of a faction or civilisation, they will have 

individual portraits, and be represented by icons on the screen and pieces. There 
are a maximum of 20 named Characters per Faction. Each named character has a 
surname which corresponds to their Faction name. 


Lesser Characters 


Characters who attached to a faction, but who are not faction leaders or heirs - 
e.g. generic generals, spies and assassins or placeholder governors in place after 
a character is killed. 


Historical Characters 


These include famous Leaders and Generals who appear according to the 
historical timetable, including characters such as Hannibal and Boedecia. These 
Characters will simply be Named Characters who arrive in their faction with a 
defined set of attributes and skills which reflect their historical talents. 


The other form of Historical Characters are not presented as stratmap pieces but 
are effectively represented as one off historical Events. These include Scientists 
[e.g. Archimedes], Writers [e.g. Seneca], Religious Figures [e.g. Jesus] etc. 


Major Historical Leaders 


Some of the major historical characters in the game, which will be highlighted for 
PR purposes, will include: 


> Roman Leaders 
0 Scipio Africanus 
o Julius Caesar 
o Octavian Caesar [Augustus] 
o Marc Antony 
o Pompey the Great 
o Sulla 

> Foreign Leaders 
o Hannibal 
o Spartacus 

0 Boedecia 

O 


Cleopatra 
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o Vercingetorix 

o Jugurtha 

o Philip of Macedon 

o Pyrrhus 


o Shapur 


Named Characters 


Named Characters are analogous to the heirs in Medieval: Total War. Each Faction 
has a limited number of Named Characters. These characters represent the 
Faction in the game and if they are all eliminated then that Faction is destroyed 
and it is game over. The remaining armies and cities of the faction will 
degenerate into minor squabbling sub-Factions as with the Rebels in Medieval. 


Named Characters can be assigned to one of two roles. They can either be 
Generals/Admirals who are given the leadership of Armies or Navies or they can 
be Governors who are given the role of running cities and conducting Diplomatic 
functions. 


The rate of birth of sons and daughters will be balanced so that each Faction has a 
maximum number of approximately 20 Named Characters at any time [to be 
finalised by testing]. Named Characters are all male, and can be born and come 
of age [as in Medieval] or can be adopted. 


Sons & Daughters - Adoption 


Family trees include both Sons and Daughters. As soon as sons come of age [at 
16] they can become Named Characters and become available to the faction. 
Daughters cannot be used as Characters, but can be married off to a Lesser 
Character in order to Adopt them into the Faction. Once a character is adopted 
they are then considered as an heir who can carry on the family line. If an 
adopted son later dies the daughter will then be available to remarry. As well as 
‘spending’ the daughter there will also be a financial cost for the wedding. 
Daughters can also be given away in Diplomatic negotiations. 


Governors 


Any Character who is not currently leading an Army is considered as a Governor. 
Governors who are in charge of settlements must be present for any of the 
benefits [or penalties] of their experience, skills and reputation to be applied in 
that Settlement. 


Governors have a set of attributes [experience, skill, reputation] which have an 
effect on the administration of settlements. It is necessary for a Governor to be 
incumbent in a settlement for a full turn in order for their attributes to be applied 
to the settlement and the application of his Skills in a turn spends all of his AP’s for 
that turn. Therefore a settlement can only get the benefit of a single Governor in 
one turn. When a Governor visits a settlement which doesn’t currently have a 
Governor he is automatically assigned as Governor and all of his remaining AP’s 
are spent for that turn. 


Retirement 


A character can be retired to an Academy and their Skills will be incorporated into 
the curriculum of that Academy as a permanent and free upgrade. 
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Roman Characters can be retired to the Senate to provide a one off Influence 
bonus. 


Characters can retired to a life of calm on their estate, which will encourage 
‘breeding’ and result in the birth of a Faction Heir within the next couple of years. 


Agents - Lesser Characters 


There are two main classes of lesser characters. Firstly there are those who are 
Campaign Map ‘pieces’ who can move around the Campaign Map independently 
and engage in missions, secondly there are units which can only be associated 
with armies. 


Lesser Characters improve with experience and can be trained to different levels 
as Can named characters, however they cannot acquire skills outside of their class 
and the level of skills they can achieve is capped below the level of Named 
Characters. 


Agents & Missions 


Remove Agent Action buttons. Put options onto drop down [or pop-up] menus on 
targets. Only one mission per target [cf. Medieval]. 


Maintenance Costs 
Have a maintenance cost for Agents. 


If this isn’t enough to keep their number restricted then cap number. 


Spy 
Character/Army 
> Spy - Show details. 
Settlement 
> Spy - Show details. 
> Incite - Reduce population Loyalty. 
Assassin 
Character/Army 
> Assassinate - Kill a character. 
Settlement 
> Sabotage - Destroy a single [random] building. 
Diplomat 
Character 
> Diplomacy - Bring up Diplomacy screen. 
> Bribe - see below. 
Settlement 
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> Diplomacy - Bring up Diplomacy screen. 


> Bribe - see below. 


Bribery - Can be done by Diplomats. 


Armies or Settlements can be bribed with the following effects - depending on the 
success of the Bribe. 


Army 


> Stand Off - Army does not attack until it’s own faction reasserts control. 


> Withdraw - Army moves away from agents territory until it’s own 
faction reasserts control. 


> Riot - Army riots. 
> Revolt - Army turns to independent ‘Rebel’ faction. 


> Defect to other faction - Can only be done within the same culture. 


Settlement 


> Open Gates - Open gates event. 

> Riot - Riot event. 

> Rebel - Changes to Rebel faction. 

> Defect - Changes faction to Agents. 


Campaign Map Agents 


> 


> 


General/Admiral - A Generic Lesser Character General will be able to gain 
experience and increase their skill levels, but will not have the skills of 
Named Characters open to them. The obvious difference with Admirals is 
that they lead Navies. They are attached to a Flagship and cannot be 
separated from it. 


Governor - A Generic Lesser Character Governor will have attributes, 
including skills which increase with experience, but will not have the skill 
set of Named Characters available to them. Every Settlement must have a 
Governor. If no Named Character is present then a Lesser Character will be 
appointed. 


Spy - Enables a faction to see into enemy armies or cities. Can stir 
insurrection by reducing loyalty, and conversely can increase loyalty in own 
cities or armies. Can let an invading army in during a siege. Can 
counterspy to find enemy spies or assassins. 


o By default spies are hidden on the Campaign Map from other 
factions. Spies can counterspy and uncover enemy spies or 
assassins within their line of sight - including when they are in a 
settlement. Their chance of success is based on the relative skill 
level of the spies. If an enemy spy is uncovered in a settlement or 
an army he will be killed immediately, unless he escapes. 


Assassin - can attempt kill characters. Failure or getting caught generally 
results in death. Note that it is only possible to make one assassination 
attempt on one character per turn. Also the % chance of an assassination 
succeeding is not just based on the skill of the assassin and the victim but 
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also the context and location of the attempt, so if the victim has a 
bodyguard it will be harder, if they are in their own capital city it will be 
harder and so on. 


o By default assassins are hidden from other factions on the 
Campaign Map unless they are uncovered by counter spies. If they 
are uncovered in an enemy settlement or army they will be killed 
immediately, unless they escape. 


> Diplomat - can propose treaties and offer bribes [to characters or units]. 


> Priest/Druid - a combination of spy, diplomat and assassin used by 
Barbarian factions. 


Missions - Spies, Assassins and Diplomats 


Missions work in a similar way to Medieval: TW. A character moves to a target an 
attempts to perform a mission, they then have a % chance of success and the 
result is presented as an event. 


Spies, Assassins and Diplomats are able to perform a range of missions. Named 
Characters can acquire skills which enable them to perform missions in the same 
way as these units. 


Mission results are made up out of two items, a “success type” and an “outcome 
type”. Note that for some missions the Success is dependent on the Outcome. 
These missions are marked. 


Spies/Assassins 
Remove multiple success levels. 


Agents & Missions 


Change ‘Lesser Characters’ terminology to ‘Agents’. Include in glossary. 


Remove Agent Action buttons. Put options onto drop down [or pop-up] menus on 
targets. Only one mission per agent per target [cf. Medieval]. 


> Maintenance Costs [re ‘Agent Flood’ in Medieval] 
> Have a maintenance cost for Agents. 

> Increase cost and training time for Agents. 

> 


Make Agents less likely to die in failed missions - so there are fewer of them in 
the game, but each individual agent is more valuable. In Medieval it’s 
necessary to churn out hordes because they die so frequently and it’s very 
hard to build them up. 


> If this isn’t enough to keep their number restricted then cap number. 


Spy & Assassin Actions 


Spy and assassin missions can only be performed by spies and assassins [not 
characters]. 


Spying - this skill affects sight range on the map and the accuracy of 
spying info 
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Insurrection - this skill allows a spy to create discord in an enemy 
settlement, lowering its loyalty 


Assassination - allows the character to kill other characters (outside of 
battles) 


Sabotage - allows the character to damage buildings (outside of battles) 


Spy - Mission for each target 
Character/Army 

> Spy - Show details. 

Settlement 

> Spy - Show details. 

> Incite - Reduce population Loyalty. 


Assassin - Mission for each target 
Character/Army 

> Assassinate - Kill a character. 
Settlement 


> Sabotage - Destroy a single [random] building. 


Diplomat - Mission for each target 
Character 

> Diplomacy - Bring up Diplomacy screen. 
> Bribe - see below. 

Settlement 

> Diplomacy - Bring up Diplomacy screen. 


> Bribe - see below. 


Bribery - Can be done by Diplomats. 
Conducted through the Diplomacy screen. 


Armies or Settlements can be bribed with the following effects - depending on the 
success of the Bribe. 


Army 
> Stand Off - Army does not attack until it’s own faction reasserts control. 


> Withdraw - Army moves away from agents territory until it’s own faction 
reasserts control. 


> Riot - Army riots. 
> Revolt - Army turns to independent ‘Rebel’ faction. 
> Defect to other faction - Can only be done within the same culture. 
Settlement 
> Open Gates - Open gates event. 
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> Riot - Riot event. 


> Rebel - Changes to Rebel faction. 


> Defect - Changes faction to Agents. 


Success 


The success is how well the mission was performed, and is one of these items, in 
order of decreasing success: 


> 


VV V WV 


Outcome 


Highly successful 
Partly successful 
Slightly successful 
Unsuccessful 
Failed. 


The outcomes are separated into four, which are: 


> 
> 
> 
> 


Escaped Unspotted 
Escaped but Spotted 
Killed 

Captured 


Killed and Captured both imply the character was also spotted, and being spotted 
means the target faction knows which faction made the attempt. Captured 
characters which are not Named Characters are summarily executed. 


Spy Missions 


Counterspying is the automatic default action of spies when they are not assigned 
a mission. 


Spying 


Spies may be left in another Factions settlement or Army, and will but each time 
they attempt to provide information it counts as a ‘Mission’, with the associated 
chance of success or capture. [Wishlist] Successful spying missions may provide 
information about the Al’s intentions in the next turn. 


> 


> 
> 
> 


Can be performed - spies, named characters 
Can affect - enemy character, enemy settlement 
Factors for - spy’s skill, own ZOl/Settlement/Capital 


Factors against - number of enemy soldiers/average experience/skill of 
commander, counterspies 


Settlement Factors 


> 


For - settlement size 
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> Against - fortifications & blockade (if under siege and spy starts outside), 
loyalty (above a threshold), is capital 


Character Factors 
> For - {none} 


> Against - target’s primary skill, governor in own settlement, general with 
own army 


Success 
The information gained is divided as follows, and is cumulative: 
Settlement 


> Highly - garrison size, experience, and exact breakdown, the next items in 
the building queue if any, the amount of gold the town produces each turn, 
and the possibility to view it on the battlefield 


> Partly - rough garrison breakdown, buildings currently being built, the 
types of the two largest/most expensive buildings 


> Slightly - garrison size to nearest 100, the number of major buildings 
present, population loyalty 


Information which is always known about any visible settlement includes: name, 
size, faction, fortified yes or no, is it a port. 


Character 


> Highly - character’s best 3 skills, best unit in army (type, size & xp), 
current diplomatic proposition if a diplomat 


> Partly - character’s attributes exact, character loyalty, army supply, army 
numbers and exact breakdown 


> Slightly - character’s best attribute exact, rough army size and 
breakdown, army loyalty & fatigue & entrenchment levels 


Information which is always known about a character includes: name, type, 
faction, age. 


Infiltration 


Infiltration is an attempt to enter an enemy settlement under siege to get them to 
open the gates during an assault. 


> Can be performed - spies, named characters 
> Can affect - enemy settlements under siege 


> Factors for - spy’s skill, multiple spies present (with diminishing returns), 
spy starting inside settlement, dread of spy’s faction 


> Factors against - settlement loyalty, number of enemy soldiers/average 
experience/skill of commander, counterspies, fortifications & blockade (if 
settlement is under siege and spy starts outside), is capital, dread of 
settlement’s faction 


Success 
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> 


> 


Highly, Slightly, Partly - character has made contact with a group of 
people inside the settlement who are willing to open the gates to the 
besieging army, and has set up an appropriate signal for them to do so. 


Unsuccessful - no effect 


Success only happens if the Outcome is either of the Escaped outcomes. 


Insurrection 


VV V WV 


Can be performed - spies, named characters 
Can affect - enemy settlements 
Factors for - spy’s skill, dread of spy’s faction if an army is near 


Factors against - settlement loyalty, population size, governor’s skill, 
target faction’s dread, number of enemy soldiers/average experience/skill 
of commander, counterspies, fortifications & blockade (if settlement is 
under siege and spy starts outside), is capital 


Success 


> 


> 
> 
> 


Bribery 


Highly - riot & revolt 
Partly - riot only 
Slightly - settlement loyalty drops 


Unsuccessful - no effect. 


Bribes are attempts to persuade an enemy army to move away for a number 
of turns or not attack in the following turn. The amount of Money paid is 
proportional to general’s primary skill level or number of troops, loyalty and 
age. Accepting the bribe causes a Dignitas penalty for the target. 


> 
> 
> 


> 


Can be performed by - spies, named characters 
Can affect - enemy generals and garrisons 


Factors for - spy’s skill, own ZOl/settlement/capital, dread of spy’s faction 
if an army is near 


Factors against - target loyalty, target’s primary skill level, counterspies, 
dread of target’s faction, own ZOl/settlement/capital (never accept bribes 
in own capital), Heirs and Named Characters. 


Success 


> 


VV V WV 


Highly - accepts & army moves away; bribing a garrison without a 
commander costs a lot of money but if successful it becomes a slave army. 


Partly - does not accept but target faction not notified of bribery attempt. 
Slightly - faction notified. 
Unsuccessful - faction notified. 


Failure - % chance that the person attempting the bribe is killed 
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Scandal [wishlist] 


A spy can spread malicious rumours about a Named Character which leads to a 
Scandal event which reduces the reputation of the character. 


> Can be performed - spies, named characters 

> Can affect - Named Characters 

> Factors for - spy’s skill, own ZOl/settlement/capital, own Dignitas. 
> 


Factors against - target skill level, target’s Dignitas and Dread, 
counterspies, dread of target’s faction, own ZOl/settlement/capital. 


Success 

> Highly - Senate positions are stripped, Reduction in Dignitas. 
Partly - Reduction in target Dignitas. 
Slightly - faction notified 


Unsuccessful - faction notified, own Dignitas is reduced. 


VV V WV 


Failure - no effect. 


Assassin Missions 


Assassinate 


Assassination is an attempt to kill a character. Note that it is possible to 
assassinate characters from your own faction. 


> Can be performed - assassins, named characters 

> Can affect - any characters 

> Factors for - assassin’s skill, own ZOl/settlement/capital 
> 


Factors against - target’s primary skill, named character bonus, target’s 
ZOl/settlement/capital, in settlement, fortifications & blockade (if 
settlement under siege and assassin starts outside settlement), number of 
enemy soldiers/average experience/skill of commander, counterspies, 
governor in own settlement, general with own army, target is hostage 


Success 
> Highly ~ Slightly - the target dies 


> Unsuccessful - the target lives 


Kidnap/Rescue 


When a character is kidnapped they are removed to the hostage pool in the 
Capital. Characters who are rescued are returned to their own Capital. For 
rescues the targets primary skill does not count as a Factor Against. 


> Can be performed - assassins, named characters 

> Can affect - named characters 

> Factors for - assassin’s skill, own ZOl/settlement/capital 
> 


Factors against - target’s primary skill, target’s ZOl/settlement/capital, in 
settlement, fortifications & blockade (if settlement under siege), number of 
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enemy soldiers/average experience/skill of commander, counterspies, 
governor in own settlement, general with own army, target is hostage 


Success 


> Highly ~ Slightly - the target is kidnapped, and is immediately 
transferred to the kidnapper’s hostage pool at the kidnapper’s capital 


> Unsuccessful - nada 


Success only occurs if the Outcome is either of the Escaped varieties. 


Poison 


Poisoning is targetted against enemy settlements which are under siege in order 
to reduce the population. 


> Can be performed - assassins, named characters 
> Can affect - enemy settlements under siege 

> Factors for - skill 
> 


Factors against - number of enemy soldiers/average experience/skill of 
commander, fortifications & blockade (if poisoner starts outside the 
settlement), counterspies, is capital 


Success 


> Highly - population % killed (high), garrison % killed (moderate), chance 
of killing any characters in settlement 


Partly - population % killed (moderate), garrison % killed (low) 
Slightly - population % killed (low) 


Unsuccessful - nix 


VV V WV 


Failure - own troops killed % (low), chance of killing person who does the 
poisoning 


If the settlement population and/or garrison are affected, use the health of the 
settlement to influence the %’s killed. 


Sabotage 
Sabotage is the act of destroying a building in another factions settlement. 


> Can be performed by - assassins, named characters 
> Can affect - other faction buildings 

> Factors for - skill 
> 


Factors against - target building’s resistance to sabotage, number of 
enemy soldiers/average experience/skill of commander, fortifications & 
blockade (if under siege and saboteur starts outside the settlement), 
counterspies, is capital 


Success 
> Highly:damage % (high), chance of collateral damage on other buildings 
> Partly: damage % (moderate) 
> Slightly: damage % (low) 
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> Unsuccessful: nothing 


Strategic Unit Types 


Note, each of these unit types will be represented by its own icon on the 
Campaign Map. These icons will show the Unit Type, Culture and may show the 
mission type. 


Unit Icons 
Army/General 


Icon information shows 
> Size of Army 


> Rank of General [7 levels]. Also differentiate Lesser Character, Named 
Character and Faction Leader. 


> Animation to indicate movement and action 
> If Faction Leader 


If out of supply 


Navy/Admiral 
Icon information shows 
> Size of Fleet 


> Rank of General [3 Levels]. Also differentiate named character or lesser 
character 


> Animation to indicate movement and action 


> If Faction Leader 


Lesser Characters 
Diplomat 
Spy 
Assassin 
> Animate to show movement and mission/action 


Note: Engineer, Doctor, Quartermaster, Astrologer/Priest can only travel with 
Army, so they don't require separate icons 


Character Attributes 


All characters have a set of defining attributes, each of which has a specific value; 
these are in addition to the military attributes that apply to soldiers: 


> Name - Characters will have first names and family names chosen for 
them. 


> Faction 
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> Age - Characters will grow old and die 


> Class - Showing job held and rank. The two most important Character 
Classes are General [controlling Armies] and Governor [controlling Cities] 


> Title - Any official title such as Consu/. Different titles confer different 
advantages. 


> Battle Honours - Results of great victories, for example ‘Conqueror of the 
Gauls’; ‘Victor of the Rubicon’. 


> Experience & Skill Potential - Characters acquire experience. 
Experience increases their skill potential [their ability to learn skills] in the 
area of military, administration, diplomacy and subterfuge skills. 


> Skills - Skills are specific abilities which are acquired through experience 
or training. The experience level of the character will determine their skill 
potential in each area. 


> Reputation - Reputation is gained by actions in the game. So 
conspicuous success or generosity [winning wars, throwing games etc.] will 
increase Dignitas, conspicuous cruelty [massacres, killing hostages etc. ] 
will increase Dread. 


o  Dignitas (Prestige). Effects Loyalty of Population and Armies 
and Influence in the Senate. The level of Dignitas also effects 
the characters chance to be bribed by the enemy or to 
surrender in battle. Factions and Named Characters have 
Dignitas ratings. The Faction Leaders Dignitas heavily effects 
the Faction Dignitas. 


o  ©Dread define the fear created by the character. This influences 
Loyalty of Populations and Armies, thus reducing the chance of 
Revolt, but it magnifies the size of a Revolt if it does occur. 
Factions and Named Characters have Dread ratings. The 
Faction Leaders Dignitas heavily effects the Faction Dread. 


All game ratings are given in iconic or graphical form rather than as numbers. 


Experience, Attributes & Skills 


As Characters successfully perform different actions, such as winning battles or 
succeeding in missions they acquire Experience which increases their Skill 
Potential in a number of different areas. Increased Experience also increases the 
base level of effectiveness of the Character. 


Attributes 
e Change to English names 
e Delete Gravitas 


Attributes 
English names: Reputation, Leadership, Command 


Skills - Virtues 
Skills are embedded in the VnV system - so building a ‘School of' will give characters and 
appropriate 'Virtue'. You did a list of schools before which looked pretty good. | can't 
remember it exactly, but something along the lines of: 
e¢ School of Rhetoric: +1 Influence 
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e¢ School of Strategy: +1 Command 
e School of Mathematics: + 1 to Siege Engineers 
* ec, 


Remember only 6 upgrades per building - including 'Schools' 


Also, the VnVs can work by changing one of the three attributes [different names may be 
required]: 

e Influence 

¢ Command 

e Acumen 


or they can work by hooking into game mechanics - e.g. training, production, loyalty 
bonuses faction wide or in specific settlements. 


Experience 


Experience is acquired in specific areas related to the action performed. So 
acquiring Experience by winning battles will increase the Command [Military] skill 
potential, running a Settlement effectively for a period of time [avoiding riots, 
making money] will increase the Acumen [Administration] skill potential of a 
Governor, success in the Senate or in Diplomacy missions will increase the 
Gravitas skill potential and success at subterfuge missions will increase the 
Intrigue skill potential. The amount of Experience required to advance through 
successive levels of skill potential increases at each level. So, for example, it 
could take 100 points to advance from level 2 to level 3; 200 points to advance 
from level 3 to level 4, 400 points to advance to level 5 etc. 


Skill Potential 


Each skill potential has 20 levels. 2 is considered the base value, 0 means that 
the character is actively bad in this area and 7 is exceptional. Different 
Characters will be born with different base values and maximum values for the 
various Attributes. In later generations these will be determined by hereditary 
characteristics. 


> Military [Command] - Increased by success in combat. Increases the 
Characters abilities to lead armies, and confers a Morale and Experience 
bonuses to troops in battle. Allows Military Skills to be acquired. 
Equivalent to the Command rating in Medieval. 


> Administration [Acumen] - Increased by success at managing the 
economy. It further increases the characters ability to administer cities. 
Allows Administration Skills to be acquired. 


> Diplomatic [Gravitas] - Increased by success at negotiating treaties, 
experience in the Senate and success in Battle. Increases the characters 
ability to secure an audience, to negotiate and to succeed at Diplomatic 
missions. Provides a Loyalty bonus to Armies and Populations. Allows 
Diplomatic Skills to be acquired. 


> Subterfuge [Intrigue] - Increased by success at spying and assassination 
missions. Increases the characters spying radius and the % chance of 
success at future missions. Also effects the chance of successful Assassin 
missions being carried out against the character. Equivalent to the Honour 
level of Spies and Ninja in Shogun. Allows Subterfuge Skills to be acquired. 
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Skills 


Skills are special abilities which are acquired by Characters. There are two way in 
which Characters can gain skills. Skills will often effect the chance of success of 
performing a mission. 


Firstly, each time a Character gains a level of experience they will gain a Skill 
which is assigned to them. The Skill they gain will be based on the characters 
basic Attributes [which reflect predispositions] and on their Experience [e.g. if they 
level up from Battles they will get a Generalship skill, if they maximise revenue 
from a settlement they will get the Financier skill] with a random modifier. 


The Second way in which a Character can gain new Skills is to visit a Settlement 
with an Academy in order to Learn them. Learning Skills in this way costs Activity 
Points & Money. When a Character enters a Settlement they will be able to access 
a list of the Skills which can be learnt in that Settlement, as well as the cost in 
money and AP’s. They can queue multiple skills to be learnt. 


Some Skills may have an Attribute pre-requisite. For example in order to learn a 
Military Skill the Character might have to have a 2™ Level Command rating. 


Conversely a Character with Skills can be retired in a Settlement and all of their 
Skills will be gained by the Academy in that Settlement, so they can be learnt by 
other Characters. 


Each Skill has up to 20 levels. 


Note that although any Named Character can attempt any mission type, without 
the appropriate Skills or Attributes their chance of success for some missions may 
be 0% [or less], effectively making them unable to perform this mission. 


Vices & Virtues 
Vices & Virtues work in a similar way to Medieval, with a few alterations. 


> An Event will advise the player when a VnV was acquired - why it was acquired and 
what the effect is. 


> VnVs will be acquired less often [so the player is not spammed], but they will 
generally be more significant when they are. 


> Norandom VnVs. Clear explanation of the ‘rules’ of acquiring them. For example a 
‘Drunk’ vice could be acquired by a character hanging out in a settlement and not 
leading armies in the field. 


> Each VnV has up to three levels - e.g. coward -> yellow coward > pants soiling coward 


> Each VnV has a counter - e.g. bravery vs. coward. and they can cancel each other out 
[e.g. being a level 3 coward then ‘acquiring' a bravery virtue takes you to a level 2 
coward] 


> Maximum of 4 Virtues & 4 Vices - divided into 2 columns. 


> VnVs can relate to battlefield actions. 
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The Academy 


> The Academy creates virtues and virtue potentials for characters [or Agents] or 
provides attribute bonuses. 


> The Academy presents a ‘tech tree’ of virtues in the same format as plug-ins 
from buildings. 


> Virtue Categories 

o Military 
« Virtues: Upgrading Generals 
« Attribute: Strategos 

o Administration 
# Virtues: Building & Taxation 
« Attribute: Dynamos 

o Politics 
« Virtues: Loyalty, Anti-Subterfuge 
« Attribute: Dignitas 


Training Visitors - Delete 


Virtues - Skills 


These Virtues are the ones which can be gained through the Academy - or through 
experience. 


Command 


> 
> 


Heroism - this inspires troops in combat, raising their morale 


Tactics - this allows larger deployment areas, allows reinforcements to enter the 
battle sooner and improves the chance of successful night attacks [or ambushes] 


Logistics - this provides an action point bonus 
Drill Master - this provides a fatigue bonus for all troops 


Siege Engineer - this provides a bonus to building and using siege engines 


Management 


> 


VV V WV 


Rhetoric - this skill affects loyalty in a settlement 

Book Keeper - this skill affects a town’s food stores and farm income 
Merchant - this skill affects trade income 

Accountant - this skill affects tax income 

Builder - this skill affects build time 


Subterfuge 


> 
> 


Scout - extends line of site on campaign map and camera radius in battles. 


Guard - decreases chance of assassination. 
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Spy & Assassin Actions 


Spy and assassin missions can only be performed by spies and assassins [not 
characters]. 


> Spying - this skill affects sight range on the map and the accuracy of spying info 


Insurrection - this skill allows a spy to create discord in an enemy settlement, 
lowering its loyalty 


> Assassination - allows the character to kill other characters (outside of battles) 


Sabotage - allows the character to damage buildings (outside of battles) 


Skills 
Strategos 
Heroism - this inspires troops in combat, raising their morale 


Tactics - this allows larger deployment areas, allows reinforcements to 
enter the battle sooner and improves the chance of successful night 
attacks [or ambushes] 


Logistics - this provides an action point bonus 
Drill Master - this provides a fatigue bonus for all troops 


Siege Engineer - this provides a bonus to building and using siege 
engines 


Dynamos 
Rhetoric - this skill affects loyalty in a settlement 
Book Keeper - this skill affects a town’s food stores and farm income 
Merchant - this skill affects trade income 
Accountant - this skill affects tax income 
Builder - this skill affects build time 


Subterfuge 
Scout - extends line of site on campaign map and camera radius in battles. 


Guard - decreases chance of assassination. 


The Academy 


The Academy creates skills potentials for characters [or Agents] or provides skill 
bonuses. 


The Academy presents a ‘tech tree’ of skills in the same format as plug-ins from 
buildings. 
Skill Categories 
Military - Generals 
Administration - Building & Taxation 
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Politics - Gravitas, Loyalty, Anti-Subterfuge 


Training Visitors - Delete 


Command Skills [Military] 
Strategic Skills 


> Siege Engineering - Bonus in building and deploying siege engines and 
artillery. 


Civil Engineering - Bonus in building roads, walls and bridges. 
Logistics - Provides an AP bonus. 


Night Operations - Better chance of successful night raid. 


VV V WV 


Scouting - Greater line of sight. 
> Supply - Provides a bonus to food. 
Battle Skills 


> Tactician - Larger deployment area in Battle. Bonus to % chance of Army 
Actions succeeding [Night Raid]. 


Cavalry - Bonus to Cavalry attack, defence & morale. 
Infantry - Bonus to Infantry attack, defence & morale. 


Artillery - Bonus to Artillery attack, firing rate & morale. 


VV V WV 


Missile - Bonus to Missile units attack, defence & morale. 


Naval Skills 
Admirals have a subset of additional Skills. 


> Navigator - Larger number of Activity Points to spend on movement. 
Lower chance of being lost at sea. 


> Commander - Bonus in % chance of Naval missions and Actions [Such as 
blockade running]. 


> Tactician - Bonus in autocalculate battle results. 


Acumen Skills [Administration] 
> Leadership - Increases Loyalty of Population. 


> Financier - Money gained from Taxation is greater. Money paid back to 
Rome is reduced. 


> Architect - Building of administrative and public buildings is faster and 
costs less. 


> Religious Builder - Building of temples is faster, costs less and get a 
happiness modifier bonus. 


> Drill Master - Building of military and training facilities is faster and costs 
less. Troops trained get an experience bonus. 


Gravitas Skills [Diplomacy] 


> Rhetoric - Bonus when dealing with Roman & Greek Factions. Influence 
bonus in Senate. 


> Bluster - Bonus for using threats. 
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> Flattery - Bonus when dealing with Barbarian Chieftains. 


> Bribery - Bonus with bribing missions or dealing with Eastern Factions. 


Subterfuge Skills [Intrigue] 


> Disguise - Character has a better chance of escaping undetected from a 
mission, even if it’s unsuccessful. 


Insurrection - Bonus for inciting revolts in opponents settlements. 
Assassin - Increased chance to succeed at Assassination missions. 
Kidnapper - Increased chance to succeed at Kidnapping missions. 
Saboteur - Increased chance to succeed at Sabotage missions. 


Spy - Character is better at spying & counterspying. 


VV VV V WV 


Paranoid- Reduces the % chance of successful assassination or 
kidnapping of the character. 


Characters in Battle 


In addition to the usual attributes and values needed for soldiers, characters will 
have the following attributes in battle: 


> Command Radius — Defined by Military experience. Determines the 
distance over which they can exercise any effect over units on their side. 
This means that multiple commanders can be brought to bear in a single 
battle by being deployed around the battlefield. 


> Command Span — Defined by Military experience. Determines the 
number of units that they can command at any one time; a kind of 
measure of military-administrative competence. This is a non-arbitrary 
way of including a Unit limit in the game. 


> Skills — as described in outline above. 


It’s worth noting that standards, standard bearers and musicians have similar 
morale boosting effects on their units as do major characters. 


Character Presentation 


Wherever attributes and their values need to be shown to the player, this is done 
in a graphical form (rows of icons, titles, portraits etc), not with plain numbers. 


Soldiers have an additional subset of attributes: Type; Experience; Skill; Morale 
and Equipment; Age. 


The loyalty of a character to his faction is determined by how well he has been 
rewarded (in terms of titles, important government posts and wealth) for his 
services in winning battles and the like. 


Characters will be separate units with their own 3D representations that are 
distinct from other troops. 


In battle some Characters (Generals or Named Characters) may have a default 
bodyguard Unit that is attached to them. Alternatively characters may be 
attached to the Baggage Train where they will stay for the duration of the battle. 
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Display and Interaction of Characters 


Characters will have individual portraits. These portraits will show the 
Civilization/Faction, Class [General, Governor etc.], Rank, Age and Status of the 
Character. 


The portraits will be included in the Character summary screen and will be 
featured in Events with which the Character is associated. For example, 
Victory/Loss in Battles, Mission Results, Death etc. They will also be displayed 
when an Army or Settlement the Character is present in is reviewed to show that 
the Character is present there. 


Character portraits of Generals may also be accessible in battle to enhance the 
coherence between the Campaign Map and Battles. 


Heroic or otherwise notable dead characters will be commemorated as 3D marble 
busts and statues in the Faction House. 


Historic Characters 


Famous characters will enter play at (approximately) the right time or as a result 
of specific triggers. There are two categories of Historic Characters. First as 
special cases of Named or Lesser Characters. Secondly as Events. The Events 
category covers characters such as scientists, poets, chroniclers etc. who will not 
be Campaign Map pieces, but who will have an effect on history. 


Capturing Enemy Characters 


Enemy Characters who are Captured will have their icon appear with the enemy 
Army or Character who captured them on the Campaign Map. There are a number 
of things which can be done with Captured characters. 


> Information - information may be requested from the character. This can 
reveal Map information, technology information or ai intentions. Torture 
can improve the chances of information being gained, but runs the risk of 
killing the character. 


> Bribe - The character can be offered incentives or threats [using the 
Diplomacy interface] to not attack, move away, revolt or change factions. 
Armies only change faction allegiance if they are bribed by a faction of the 
same culture. 


> Extortion - The Character may be used as a Hostage and offered in 
exchange to any other faction in exchange for resources. 


> Kill - The character can be killed. 


> Release - The Character can be released. 
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Factions 


There are two types of factions: internal Roman factions; and external foreign 
factions. 


Each faction has a leader/patriarch, and a collection of younger men who can be 
his heirs (sons, nephews, brothers etc). Not all of them need be blood relatives, 
but can be adoptive. 


It is possible for foreign factions to become Romanised and adopted into the 
Senate, effectively making them into defacto Roman factions. 


Factions 

e Initially the three Roman factions will be playable. 

e Winning a campaign with each of the three Roman factions unlocks one other faction 
for the Imperial Campaigns: 
e = Julii - Gaul 
e §Scipii - Carthage 
e Pompey - Macedon 

e Other factions are playable in their respective Povincial Campaigns - Carthage [Punic 
Wars], Macedon [Pompey], Gaul [Caesar], Britain [Boudicea] 

e Additional factions unlock after release via ‘faction packs' - either as downloads or 
bundled in the add-on. 

e All factions are playable in custom or multiplayer battles. 


Factions - Political 

Julii: The Moderates such as Caesar and Gracchus. Want to keep the 
best of the old traditions but adapt to change and wish to open citizenship to all who have 
served in the army. 

Pompeii [Brutii]: Ultra left New Men such as Gaius Marius and Pompey the 
Great. New men [considered upstarts] who want more of the cake for themselves 
- even if they have to destroy the present government. Want to give more land and 
rights to the legions and plebeians. 

Scipii: Ultra Right such as Sulla, Cato, Metellus Scipio. Senators and 
knights who see no need for change and wish to retain power and privilege within the 
elite. 


Faction Attributes & Reputation 


There is a set of overall faction attributes [separate from individual character 
attributes]. The Faction attributes effect the diplomatic response of ai factions 
and the Senate to the faction. 


Imperium 


> Power - related to military and political might. Comparable to Influence in 
Medieval. Effects the popularity with the Mob of Rome. 


Influence 


> Reputation - gained by historic deeds such as earning Triumphs or performing 
Senate missions. Effects the 


Aggression 
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> How militarily aggressive the faction has been in the past. 


Trustworthiness 


> How reliable the faction has been at sticking to diplomatic obligations in the 
past. 


Other Factions can't "become" Roman 
Carthage Leader: Suffet 


Playable Factions 


When the game is played for the first time only the Roman Factions will be 
available. This applies to both the campaigns and to the custom and multiplayer 
battles. However once the game has been completed as each of the Roman 
factions three of the other factions will be unlocked [Gauls, Carthaginians & 
Macedonians]. 


The remaining factions will be made playable through downloads of ‘faction packs’ 
after release. The faction packs may also include some additional artwork and 
interface themes. The collected faction packs will then be bundled in the 
expansion. 


Cultures 


Each Faction will belong to a Culture. Each culture will define the architectural 
style and units available to a Faction. The Cultures are as follows. Each culture 
will also have unique ambient buildings [statues and landmarks] to visually 
differentiate their cities. 


Roman 


The four Roman factions [Julii, Brutii, Scipii, Senate]. Roman Culture will share a 
number of buildings with the Greek Culture. The Roman culture is the primary 
culture in the game and will have the maximum number of buildings and variety of 
units. 


The Romans are also able to build the largest cities, they have the greatest 
number of buildings and an additional building slot at each settlement level. 


Greek 
Shares a number of buildings with the Roman Culture. 


Eastern 
Shares a number of buildings with the Egyptian and Carthaginian culture. 


Egyptian 
Shares a number of buildings with the Eastern and Carthaginian culture. 


Carthaginian 
Shares a number of buildings with the Eastern and Egyptian culture. 


Page of 246 178 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Copyright 2002 The Creative Assembly 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 


Barbarians 


Barbarian settlements are unique in that they are more like camps than 
permanent urbanisations. Their size is limited relative to settlements of other 
Civilisations, they have a unique settlement plan and their cities are always 
reduced to Village level when they are conquered. 


If a Barbarian culture conquers another Civilisation then the Barbarian king is able 
to put himself on the throne of the conquered at which point he becomes the 
Faction Leader of the conquered Culture and the Factions assimilate. He is now 
able to build establish Cities and build buildings of that Culture and to upgrade his 
Barbarian settlements to cities. This also enables a Barbarian to become Emperor 
of Rome and thus to win the game. 


Barbarians have very low costs for maintaining troops. 
Barbarian - Celtic 


Shares a number of buildings with the Germanic Barbarians, but has unique Druid 
religious elements. 


Barbarian - Germanic 


Shares a number of buildings with the Celtic Barbarians, but has a number of 
unique warrior culture elements. 


Faction Attributes 
The Faction Leader 


Each Faction will start the game with a named historic leader, who’s attributes will 
be reflected in that character. Subsequent heirs of the Leader will also be drawn 
from history as much as possible and famous leaders [such as Boedecia for the 
Britons] will appear at approximately the appropriate time. 


The Faction Leader is unique in that they radiate a Loyalty bonus throughout the 
game world. The further the Faction Leader is away the weaker this bonus will be. 
Whenever a Faction Leader is killed this bonus is lost for the next turn until the 
new Leader is appointed. This means that times when a Leader dies can be 
tumultuous. 


Heirs 


Each Leader will have a number of heirs, who come from the other named 
characters in the Faction. When a Faction Leader dies the most closely related 
heir will take control. If there are no direct relatives then the highest rank adoptee 
will take control. If for any reason there are no heirs then it is game over and the 
Faction will dissolve into tiny squabbling sub factions, like the rebels in Medieval. 
New heirs will be born in the capital city of the Faction. When they reach 16 years 
of age they will come of age and will become named characters of the Faction. 
There is no cost associated with gaining new named characters in this way. 


Tech Tree/Units 


Each faction will have a unique version of the tech tree and a number of unique 
units. The weighting of the tech tree for each faction will reflect a different set of 
advantages/disadvantages that correspond to their playing style - for example the 
Germanic Barbarians will be able to train numbers of tough troops, but won’t be 
able to build large cities or gain access to many technologies. 
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Playing Style/Strategy 


Each [ai] faction will adapt its strategies and style to reflect its advantages. So 
the Germans will be aggressive and will focus on attacking and looting rather than 
defending and building. 


Triumphs 


Each Playable faction will have its own Triumphs in each Campaign. 


Revolts 


Whenever an army, settlement or population revolts it’s allegiance will shift to a 
different Faction. Conquered populations will revert to their original Faction. 


Slave revolts are a special case. In this case these Factions will join the Gladiator 
& Slave faction. All Gladiators and Slaves will belong to the same faction. 


If there are no slaves and they have no other faction allegiance they may riot. 
This involves destroying a number of buildings and killing any characters or 
soldiers present. If an army revolts it will kill or evict the General. 


Barbarian Hordes 


Barbarian hordes will show up from the edge of the map to reinforce the Barbarian 
factions. This will be according to a historical timetable. This may occur even if 
there are no Barbarian Factions present on the map. 


Faction List 


See Factions.xls for details. 


Roman Factions [3 Playable + Senate] 


Note, Roman Factions will not have unique units or buildings but will have some 
gameplay bonuses/penalties to differentiate and balance them. 


Senate [Non Playable] 


Faction Name: Senate 

Population Name: Senators 

Leader: SPQR 

Culture: Roman 

Colours: Red/Purple 

Standard: Fascii 

Style: Balanced. Manage overall interests of Rome and 


maintain balance of power between Roman factions. 
Diplomatic Stance: 
> Hates: Carthage; Greece; Gaul 
> Likes: 


Page of 246 180 
document: Romans Total War Spec.doc 
Version author: mdeplater 

19/07/2024 


Julii 


Brutii 


Copyright 2002 The Creative Assembly 
Rome: Total War and the Total War logo are Trademarks of The Creative 
Assembly. All Rights Reserved. 


> Friendly: 
Allied: 
Neutral: 


Suspicious: 


VV V WV 


Hostile: 
> Warring: 


Description 


Region Name 
Population Name 
Leader 
Culture 
Colours 
Standard 
Style 
Unlocks 
Diplomatic Stance 
> Hates 
> Likes 
> Friendly 
> Allied 
> Neutral 
> Suspicious 
> Hostile 
> Warring 
Description 


Triumphs 


Faction Name 
Population Name 
Leader 

Culture 

Colours 

Standard 

Style 

Unlocks 


Diplomatic Stance 


Honest; Balanced 


Julian 

Julians 

Dux 

Roman 

Red/Black 

Laurel Wreath 
Military; Expansionist 


Gauls 


Gaul 


Roman Factions 


Roman Factions 


Gaul 


Aggressive; Honest 


Brutii domains 
Brutii 

Dux 

Roman 
Red/Gold 
Dagger 
Subterfuge 


Macedon 
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> Hates 

> Likes 

> Friendly 

> Allied 

> Neutral 

> Suspicious 

> Hostile 

> Warring 
Description Friendly; Deceptive 
Triumphs 

Scipii 

Region Name Scipii domains 
Population Name Scipii 
Leader Dux 
Culture Roman 
Colours Red/White 
Standard Wolf 
Style Economic; Expansionist 
Unlocks Carthage 
Diplomatic Stance 

> Hates Carthage 

> Likes 

> Friendly 

> Allied 

> Neutral 

> Suspicious 

> Hostile 

> Warring 
Description Friendly; Honest 
Triumphs 


Major Foreign Factions [Playable] 


Macedon 
Region Name: Macedon 
Population Name: Macedonians 
Leader: King 
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Culture: Greek 
Colours: Black 
Standard: Bust of Alexander 
Style: 
Diplomatic Stance: 
> Hates: 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


Macedonia was a kingdom in northern Greece. During this period it also controlled 
other parts of Greece, but by no means the whole country. 


It had risen to prominence during the mid three hundreds when Phillip II had 
established Macedonian control over most of the Balkan peninsula, and combined 
the Greek states into a Hellenic league. After his assassination, his son Alexander 
(the Great) had fulfilled Phillips ambition of conquering the Persian Empire, and 
had established Greek rule and culture throughout the Middle East. After 
Alexander’s death, his empire was fought over by his generals in a protracted war 
that eventually left it split into three parts centred in Macedonia, Syria and Egypt. 


These conquests, and the establishment of Macedonian colonies in them, had left 
Macedonia short of manpower. Generally Macedonia could only field one army at a 
time, and its defeat would force surrender. Macedonia was defeated by Rome in 
several wars, before finally being incorporated into the empire as a province. 


Triumphs 
Egypt 

Region Name Egypt 
Population Name Egyptians 
Leader Pharaoh 
Culture Egyptian 
Colours Gold 
Standard Wings of Horus 
Style 
Diplomatic Stance 

> Hates 

> Likes 

> Friendly 
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> Allied 

> Neutral 

> Suspicious 

> Hostile 

> Warring 
Description 


Egypt at this time was under the rule of the Macedonian dynasty founded by 
Alexander’s general Ptolemy. The Ptolemies controlled Egypt, Palestine, Cyprus 
and part of Libya. Like the Seleucids, they relied on Greek and Macedonian 
settlers, together with mercenaries, but were more careful about employing native 
troops, for fear of causing revolts. The kingdom had considerable potential, but 
civil wars and native revolts kept its rulers occupied throughout this period. Egypt 
became a Roman province after the defeat of Mark Antony and his ally Cleopatra 
queen of Egypt. 


Triumphs 


Seleucid Kingdom 
Region Name Seleucia 


Population Name Seleucians 
Leader Satrap 
Culture Greek 
Colours Grey 
Standard Greek Helmet 
Style 
Diplomatic Stance 

> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


The Seleucid Empire was a Hellenistic kingdom carved out of the remains of 
Alexander the Great’s empire by it’s founder Seleucus | Nicator. It was a major 
centre of Hellenistic culture, but applied the political structure of the Persian 
empire. At it’s greatest extent the Seleucid Empire stretched from Thrace to the 
border of India. Their decline began when they were defeated by the Romans in 
190BC. 


Triumphs 
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Carthage 
Region Name Carthage 
Population Name Carthaginians 
Leader King 
Culture Carthage 
Colours White 
Standard Moon Crest on spear 
Style Economic [Trade]; Diplomatic; Naval Expansion 


Diplomatic Stance 
> Hates 

Likes 

Friendly 

Allied 

Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


A major trading city situated near modern Tunis. At the start of the game, 
Carthage rules over modern Tunisia, Sardinia, Corsica, part of Sicily, and some of 
Southern Spain. Carthage was more interested in trade than conquest, and 
exerted fairly light control over the areas it nominally controlled, enforcing 
exclusive trading rights, rather than demanding tribute. 


The Carthaginian army was composed mainly of mercenaries, with the 
Carthaginians themselves providing only the officers and some cavalry. Carthage 
was also a major naval power. 


Carthage fought two titanic wars with Rome. After being defeated in the first Punic 
war, Carthage conquered a large part of Spain, and the combination of tribute 
collected, and the Silver mines there, financed the second Punic war. Defeat in 
this spelt the end of Carthage as a major power, although it wasn’t destroyed for 
another 50 years. 


Carthage doesn’t have a hero unit, but they do have the unique ability to hire 
mercenaries, giving them access to units from other factions in the game. 


Triumphs 

Parthia 
Region Name Parthia 
Population Name Parthians 
Leader King 
Culture Eastern 
Colours Purple 
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Standard Royal Crown 
Style 
Diplomatic Stance 
> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


An Empire in the area of modern Iran. They controlled the trade routes between 
Asia and the West, which made them very rich. They were not expansionist but 
defended their wealth vigorously; and the Romans never successfully conquered 
them. They were also renowned for the quality of their cavalry. 


Triumphs 


Pontus 
Region Name Pontus 


Population Name Pontic people 
Leader King 
Culture Eastern 
Colours Dark Blue 
Standard Wings beneath sphere and moon 
Style 
Diplomatic Stance 

> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


A Kingdom in the north of modern Turkey. In the 1* Century BC it contested with 
Rome for domination of Asia Minor and was destroyed. Founded by Alexander’s 
successors it was superficially Greek but retained a Persian social structure. 


Triumphs 
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Barbarians [Gauls] 
Region Name 


Population Name 

Leader 

Culture 

Colours 

Standard 

Style 

Diplomatic Stance 
> Hates 

Likes 

Friendly 

Allied 

Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 


Description 


Gaul 

Gauls 

Chieftain 

Celtic Barbarian 
Green/Red 

Wild Boar 


Celtic Tribes living in France [Gaul], Northern Italy and Northern Spain. They lived 
in independent tribes, but for the purposes of the game can be considered as a 


single faction. 


Like the Germans they were warlike and physically larger and stronger than the 


Romans. 


Triumphs 


Barbarians [German] 
Region Name 


Population Name 
Leader 

Culture 

Colours 

Standard 

Style 


Germany 

Germans 

Warlord 

Germanic Barbarian 
Green 


Dragon 


Barbarian Hordes The Germans get reinforced by Barbarian Hordes. 


Diplomatic Stance 
> Hates 
> Likes 
> Friendly 
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> Allied 

> Neutral 

> Suspicious 

> Hostile 

> Warring 
Description 


Actually many different tribes sharing a common language and culture, but for 
game purposes can be treated as a single faction. 


Like the Celts the Germans were led by Chieftains and a warrior aristocracy. 


The Romans never managed to conquer the Germans north of the Rhine, and their 
attempt in 9AD led to the loss of 3 legions. The German’s frequently attacked the 
Romans and launched several major invasions into Empire, The main limiting 
factors on the Germans were their disunity and lack of organisation. 


Triumphs 


Barbarians [Britons] 
Region Name Britain 


Population Name Britons 
Leader Chieftain 
Culture Celtic Barbarian 
Colours Light Blue 
Standard Stag 
Style 
Diplomatic Stance 

> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


Warlike Celtic Tribes living in the British Isles. Society was divided between a 
warrior aristocracy and freehold farmers. Druids were the religious leaders. 


Triumphs 


Minor Foreign & Independent Factions 


Note Shade means that for a minor or independent faction the colour can 
be drawn randomly from the palette. 
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Armenia 


Dacia 


Region Name 


Population Name 


Leader 
Culture 
Colours 
Standard 
Style 
Diplomatic Stance 
> Hates 
> Likes 
> Friendly 
> Allied 
> Neutral 
> Suspicious 
> Hostile 
> Warring 


Description 


Armenia 
Armenians 
King 
Eastern 
Shade 


Horse 


For most of this period Armenia was a very minor kingdom, but acquired a large 
empire under Tigranes the Great. He was defeated by the Roman general Lucius 
Lucullus with a force that Tigranes had disdained as too large for an embassy, and 
too small for an army. Armenia was partly absorbed into the Parthian Empire. 


The Armenians are famous for their cavalry, and are able to train Eastern Heavy 


Cavalry. 


Triumphs 


Region Name 

Population Name 

Leader 

Culture 

Colours 

Standard 

Style 

Diplomatic Stance 
> Hates 

Likes 

Friendly 

Allied 


Neutral 


VV V WV 


Dacia 

Dacians 

King 

Germanic Barbarian 
Shade 


Hammer & Anvil 
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> Suspicious 

> Hostile 

> Warring 
Description 


Agricultural people living in the area of Romania. Also had rich silver iron and gold 
mines. The Dacians raided Roman provinces but were driven back. They were 
conquered by Trajan in the 2"? Century AD, their population was exterminated or 
driven out and their wealth was looted. 


Triumphs 


Region Name Illyria 
Population Name Illyrians 
Leader Chieftain 
Culture Germanic Barbarian 
Colours Shade 
Standard Coiled Serpent 
Style 
Diplomatic Stance 

> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


A tribal civilisation in the Balkans. They had considerable Naval power and 
conducted a number of naval campaigns against Rome until they were conquered 
in 168BC. 


They prospered as part of the Roman Empire, and their tough tribesmen produced 
some of Rome’s toughest troops, so they were often recruited for the Praetorian 
Guard. 


Triumphs 

Numidia 
Region Name Numidia 
Population Name Numidians 
Leader Chieftain 
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Culture Egyptian 
Colours Shade 
Standard Eye of Osiris 
Style 
Diplomatic Stance 
> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


These were the semi-nomadic and tribal inhabitants of North Africa. They fought 
for and against, both Romans and Carthaginians who used Numidian Infantry and 
Cavalry. They also adopted Roman military tactics, including Legions, for their 
armies. 


Triumphs 


Scythia 
Region Name Scythia 
Population Name Scythians 
Leader King 
Culture Germanic Barbarian 
Colours Shade 
Standard 2 Archers back to back 
Style 
Diplomatic Stance 
> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


Feared Warriors from Asia who were remarkable for their horsemanship. Also 
rumoured to be the home of the Amazons, a fierce society of warrior women. 
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The Armenians are famous for their cavalry, and are able to train Eastern Heavy 
Cavalry. 


Triumphs 


Spain 
Region Name Spain 
Population Name Iberians 
Leader Chieftain 
Culture Celtic Barbarian 
Colours Shade 
Standard Bull 
Style 
Diplomatic Stance 

> Hates 

Likes 

Friendly 

Allied 

Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


There were many different and warlike tribes in Spain who would revolt at the 
drop of a hat. It took the Romans 200 years to subdue Spain. 


Triumphs 
Thrace 

Region Name Thrace 
Population Name Thracians 
Leader King 
Culture Greek 
Colours Shade 
Standard Hand of Zeus [Thunderbolt] 
Style 
Diplomatic Stance 

> Hates 

> Likes 

> Friendly 

> Allied 
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> Neutral 

> Suspicious 

> Hostile 

> Warring 
Description 


A warlike but divided people living in modern Bulgaria. Rome became involved in 
a series of dynastic quarrels that it used as an excuse to turn Thrace into a 
province. Their soldiers were valued as mercenaries and gladiators. 


Triumphs 


Slaves and Gladiators 


Slaves and Gladiators are non-playable. They only appear as the result of a 
Revolt. All slaves and gladiators will belong to the single faction. 


Region Name Slaves 
Population Name Slaves 
Leader Leader 
Culture Roman 
Colours Brown 
Standard Gladiator Helmet 
Style 
Diplomatic Stance 

> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


Slaves and Gladiators will try and avoid battle unless they know they can win. 
They will head for the greatest available area of unclaimed land to try to settle. If 
a slave population revolts they may revert their loyalty back to a major faction. 


Triumphs 


Pirates and Brigands 


Pirates and Brigands are non-playable. They appear as the result of a Revolt ora 
Piracy Event. All pirates and brigands will belong to the single faction, but will not 
coordinate their actions. 


Region Name Slaves 
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Population Name Slaves 
Leader Leader 
Culture Roman 
Colours Brown 
Standard Gladiator Helmet 
Style 
Diplomatic Stance 
> Hates 
Likes 
Friendly 
Allied 
Neutral 


Suspicious 


VV VV V WV 


Hostile 
> Warring 
Description 


Brigands and Pirates only desire is to loot and pillage. They will attack the nearest 
available trade route or vulnerable settlement. 


Triumphs 


Roman Factions 


The player is in control of a Faction. He is not playing the game as Rome, but as 
the leader of one of these great families, vying for conquest and the control of the 
empire. 


Extended patrician families form the core of the political and military motivation in 
Rome: Total War. Each of these families has members in the Senate and the 
military, with an entourage of ancillary agents as governors, spies and 
ambassadors. The Player will be a Leader of one of these Factions [or the leader 
of an alternative civilisation]. 


Faction members can be attached to military units as Generals, or move 
individually as Agents - who can conduct missions [analogous to Emissaries or 
Ninja in Shogun]. They may be present in Rome in order to attend the Senate and 
be present at the Faction House [the patriarch’s villa]. Faction members who are 
also Senators cannot vote if not present in Rome. However, from time to time 
faction members will need to leave the settlement if they are appointed as field 
Generals or Governors. 


The factions also give players the chance to concentrate on the different 
gameplay paths available: military, diplomatic, political or a balance of all three as 
each faction will have bonuses reflecting specialisations (cf. SM Alpha Centauri). 
Each concentrates the factions efforts on a particular way of becoming Emperor: 
ultimate victory will be derived through military conquest (marching on Rome), 
but will be facilitated by diplomatic and political manoeuvring. 
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External (Non-Roman) Factions 


If playing an exterior faction, a faction may become a vassal state of Rome, 
building from there to becoming a Roman faction. 


Being in Rome and being willing to commit troops to Rome's wars, pay tribute and 
the like gains influence in the Senate. Paying bribes does the same thing. 
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Diplomacy 


Diplomacy 

Remove military access - can move troops through allied territory. Betraying them in this 
has huge negative reputation effect. 

Subjugation - Factions can surrender and become client kingdoms. 

Remove ‘Cultural Access' 


To open diplomatic negotiations the player will move a Diplomat, Governor or un- 
attached General to contact another Faction’s Governor, General or Faction 
Leader. If the faction is prepared to see the Diplomat then an Event window will 
come up with a range of diplomatic proposals that can be offered. A Diplomat 
may be granted or refused an audience or may be killed. Killing a Diplomat 
causes a significant drop in reputation, and a very high drop in reputation if the 
Diplomat was a Named Character. Conversely it may cause an increase in the 
Dread rating. 


> Alliance - An alliance consists of an agreement not to fight against the 
other Faction, as well as an obligation to assist the faction in wars against 
their enemies. Factions cannot be simultaneously allied with all Factions 
who are at war with each other. The player must choose which alliance(s) 
to end in this case, until he only has one ally among the hostile factions. 
Additional Treaty terms related to movement of troops and Trade can be 
defined [see below]. Levels of suspicion will continue to vary. 


> War - An official declaration of war has the advantage over a surprise 
attack in that the Faction’s Reputation is not damaged with other 
civilizations. However, a surprise attack will increase the Dread rating of 
the Faction. 


> Ceasefire/Neutral - Nothing more than an agreement not to attack each 
other. Levels of suspicion will continue to vary. 


> Treaty - Additional terms for allies which brings up two options. 


o Trade Rights - on/off. If its off then trade routes linking the 
factions cities are closed and both sides cease getting this income. 
In a state of war or ceasefire trade is automatically off. With an ally 
you get a trade bonus [% modifier] 


o Military Access - on/off. This can be asymmetrical. So two 
factions may be allied, but only one may be allowed to move 
military troops through the regions of the other. 


o Culture Access - on/off. This can be asymmetrical. It allows 
Characters to gain Skills at each others Cities which have training 
Academies. 


Conducting Diplomacy 


A Diplomat or Governor is needed for diplomacy. Proposals can be offered to 
Governors [not just Faction Leaders]. Proposals can be for treaty terms or an 
exchange of resources, information or hostages. Threats and Demands can also 
be offered as part of the negotiation. 


This works in a similar way to Civilization 3. 
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Remove military access as deal term - can move troops through allied territory. 
Betraying alliance in allied territory has a huge negative reputation effect. 
Subjugation - Factions can surrender and become client kingdoms. 

Remove ‘Cultural Access' 

Drop Hostage Negotiation. 

Drop Trading Regions. 


Resolve negotiations as they are made not in the following turn [cf. Civ3]. 


Terms and Offers 
> Treaty Terms - Alliance, Trade Agreement, Cease Fire 
> Money 
> Map information 
Threats and Demands 
> Declaration of War 
> Demand Tribute 


Negotiations 


Negotiations are conducted in a split deal window where the player can insert 
requests/demands and offerings. Players can offer or demand money, information 
or the return of hostages. Deals can also be made without changing the 
diplomatic state - so allies can just trade resources, hostages or information. 


Once the player has balanced the deal [or considered a deal which has been 
proposed] they press the propose button and see if the deal is accepted or 
rejected or if a counter offer is made. If a deal is rejected, by either party, then 
this will effect the attitude of the faction with whom Diplomacy is being conducted. 
Either party may cut off negotiation at any point. If the deal is considered too 
insulting the Diplomat may be killed and the offended faction may declare war 
[Players are able to declare war at any stage of the negotiation]. The diplomatic 
skills and their level(s) of the Diplomat or Governor will influence the chance that 
the Diplomat will be seen and that the terms of a proposal will be accepted. 


Players are able to insert terms in the Diplomacy window [requests or offerings] 
and invite the other party to make a counter proposal on those terms. 


The text wording in the event window will be determined by the current diplomatic 
state with that faction - so if you're allies you'll get friendly text, if you're at war it 
will be tense. 


Penalties for breaking treaties will be that you are less likely to be trusted in future 
and other factions will make increasingly high demands in their negotiations. 


Reputation 


The Al driven factions and nations need to keep track of the player’s (or factional) 
honesty and diplomatic style and change their reactions appropriately. A 
dishonest faction will find that it has to put more on the table for a favourable 
result than it would otherwise have had to do. 


Factions will have a Global reputation, which will be determined by their conduct 
in war. Breaking treaties will have a very detrimental effect on reputation and will 
be remembered by all factions for a very long time. 
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Additionally Factions will have an Individual reputation with each other Faction. 
This will be reduced by ‘minor’ betrayals such as being caught spying or 
attempting to assassinate a Character 


The system will also have to err on the side of weighting terms in their favour, as 
Al driven factions will always be at a disadvantage in diplomatic encounters. 


Factions will vary in their level of suspicion based on their Attitude and the 
Reputation of the other faction. The level of trust will determine the degree to 
which they continue to prepare for betrayal [for example keeping troops stationed 
along borders]. 


Players can use Governors to automate their response to Diplomatic advances 
from other Factions by setting their stance to each Faction. 


The Senate and rival Roman factions are a special case. The Senate must 
consider its own interests as a faction and also the more general interests of the 
overall Roman nation. 


Attitude and Tendency 


Each Faction will have a base attitude to other Factions depending on their 
historical standing. This attitude will influence their behaviour and level of trust. 
Each Faction also has an overall Tendency, which relates to their level of 
ruthlessness and honesty. 
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The Senate 


The Senate is the political heart of Rome, the place where the spoils of Empire are 
divided among the Factions. In Rome: Total War it is represented as a non- 
playable 4 Roman Faction with the job of balancing the ambitions of the rival and 
player controlled Factions and preserve Rome from domination by a single 
Faction. In the first half of the game it will encourage and reward cooperation, in 
the second half of the game it will try and preserve itself by contesting the 
ambitions of attempts to become Imperator. 


If the Senate is destroyed it can be rebuilt in another settlement, at which point 
that settlement will be the capital of the Empire. Only one Senate House [Curia] 
can exist at one time. While it is not present none of the Senate actions are 
available. 


The Senate has three purposes through the course of the game: 
Act as Advisor and give guidance to the player in the early game. 


2. Further the interests of Rome and maintain the balance of power between the 
Roman factions through the mid-game. 


3. As an enemy to the Imperial ambitions of the Roman factions in the Civil War end 
game. 


In many ways the Senate is analogous to the Pope in Medieval, but it has a greater 
range of actions and effects. The interface for the Senate is done in the form of 
Event windows which are presented to the player. 


The Senate Event window will show a range of different Senate Character Portraits 
which will vary according to: 


Character: approx 12 characters. 


> The character portrait will vary depending on the mission type, e.g. a sneaky bastard 
for assassination missions. 


Mood: 5 moods - happy, neutral, condescending, pissed off, sycophantic. 


> The mood will vary depending on the Gravitas of the faction and the mission type - 
e.g. Negative Missions will generally be condescending or pissed off. 


Age: 4 ages. 


Senate Missions 


Function: Tie Roman Factions together 

e Prevent Roman factions fighting 

e Encourage cooperation 

¢ Defend itself 

e Maintain balance of power - try to restrict powerful factions and encourage weak 
factions 

Offer Missions - with rewards 

Make Demands - with penalties 

Players can choose whether or not to act on missions 
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Missions vary by Difficulty and Reward - Senate will balance missions based on 

power/influence of faction. Factions may be given easy/rewarding missions or 

hard/unvaluable missions. 

e Remove 'Influence' statistic for Senate <change name of Gravitas to Influence> - 
Senate decisions based on balance of power. 

e Al faction mission rewards [e.g. titles, money] are awarded directly to the ai factions - 
no requirement for missions. 


Missions 

e Capture settlement. 
e Kill character 

e Send an emissary to faction "x". 

e Construct Building - e.g. Temple 

e Clear Brigands or Pirates. 

Demands 

e Abandon a city taken from another Roman Faction - remove all troops from the 
settlement 

Cease hostilities against faction "x". 

Change diplomatic state with faction "x". 

Attack Faction "x" - may be Roman faction. 

Kill character. 

Suicide of character or faction leader. 


Rewards 

e = Titles - like VnVs 

e Influence [Gravitas] 

e Grant of military unit(s). Particularly of types the player doesn't have access to, such 
as advanced types, or exotic foreign mercenaries. 

e Money 

e Free building or games. 


Penalties 

e Damage Attitude 

e Strip title. 

e Fine/Tax 

¢ Proscription of faction. It is declared outlaw, no longer has influence with the senate, 


gets no offices or missions, and the other Roman factions are encouraged to attack it. 
e Bounty - other factions rewarded for killing character. 
e War - Senate declares war 


The Senate can present missions to Roman Factions. The Faction has the 
opportunity to accept or reject the Mission. Missions can either be ‘Positive’ and 
associated with Rewards for completion, or they can be 'Negative' and associated 
with Penalties for non-compliance. 


> Missions can have a deadline. 


The Missions which are presented to the player will depend on the factions 
Gravitas and the Senate's assessment of the strategic situation - overall power or 
Rome and balance of power between Roman factions. Early in the game and on 
easy difficulty settings the Senate will 'help' the player. 
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Positive Missions 


These are missions which will be presented to the player. If the player accepts 
them they will be able to get a Reward [see list below]. In the early stages of the 
game some of these missions may be presented to give the player some direction. 


Conquer: Conquer a settlement or defeat a faction. The target will be defined. 


Money: Raise a certain amount of money to the treasury or give a gift of money to 
the Senate. 


Troops: Train a defined number or class of troops "for the defence/greater glory of 
Rome" 


Building: Construct a particular building [e.g. Temple] for the glory of Rome. 
Explore: Send units to uncover a particular region. 


Kill/Assassinate: Bump off a particular character. This will help to give a flavour of 
intrigue to the Senate. 


Diplomacy: Make a treaty. 


Rewards for Success 


VV VV V WV 


Gain Virtue 


Gain Title: e.g. Defender of Rome. Basically acts as a Virtue. 


Gain Position: Like a Title - confers a benefit, but is temporary. 

Troops: Senate awards you with cool troops - e.g. an Urban Cohort 
Money: Senate gives you cash. 

Named Character: Character from Senate joins your faction. 


Negative Missions 


VV V WV 


These are missions which are presented to the player. If the player refuses to 
accept them [e.g. doesn't pay the fine] then the Senate will move onto 
Punishments. 


Fine: an order to pay the Senate an amount of cash. 
Abandon Region: an order to move all units out of a region. 
Diplomacy: make war or break a treaty. 


Suicide: sacrifice a named character by falling on their sword. 


Punishments for non-compliance 


> 


> 


Vice: By spreading news the Senate can reduce a characters reputation ora 
factions Gravitas. 


Loyalty/Bribe: The Senate can effectively perform free Bribery Missions against a 
factions armies or population 


Cancel Alliance: The Senate can arbitrarily overrule any Diplomatic deals with 
foreign factions. 


Bounty: The Senate can give other Roman factions the Mission to declare war on 
the rebellious faction, kill a particular character or conquer a particular region [see 
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‘Positive’ missions above]. This is a way of introducing a sense of intrigue into the 
faction system. 


> Punitive Expedition: The Senate sends out some troops to teach the faction a 
lesson. 
> War: The ultimate act for the Senate is to declare the faction outlawed and go to 


war against them. 


Senate [and Population] Reputation 


Should possibly have a separate rating for the Senate reputation and the 
Population of Rome. 


> The Senate stat would fluctuate according to the Senate interests above - i.e. as the 
player got more powerful there would be a negative factor which reduced it. 


> The Population stat would fluctuate based on the success and influence of the faction 
- i.e. it could 'continue' to grow as the faction became more powerful. 


Mission Summary & Reminders 
The player will be able to review active missions. 


There will be reminders which come up [as Events] when deadlines for missions 
are approaching. 


Roman Faction Diplomacy & The Senate 


Each Roman Faction can negotiate Diplomacy separately from the core 'Senate' 
faction. However, if the diplomatic status is different to that of Rome then there 
will be a Gravitas reduction and the Senate will be pissed off and may send Senate 
Missions to demand that the faction changes status. 


SENATE MISSIONS AND OFFICES IMPLEMENTATION GUIDE 


The Senate's attitude to the player would be determined primarily by the current 
game state. However, it does seem to me to be natural that players will assume 
that doing the Senate's bidding will increase their favour. Carrying out a Senate 
mission should result in a small and temporary improvement in its attitude to the 
player. That way we can Say the effect is in the game without having to explicitly 
track player influence. From a gameplay point of view it'll mean that powerful 
player can put off the confrontation with the Senate for a while, by essentially 
becoming its poodle. 


Introduction 


The senate is used for a number of purposes in the game. This document discuses 
that part of the Senate that is analogous to the Pope in Medieval. The Senate will 
improve upon the “Pope” model by having a greater range of missions to offer the 
player, and demands it can make. 


The Senate in this role is intended to do the following 
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e Inthe early game, persuade the player to co-operate with the other Roman 
factions 


e Inthe late game, annoy the player so much that he eventually rebels and attacks 
the Senate 


e Assist the player if he’s doing poorly, particularly at the start of the game. 


¢ By generally appearing to act in the interests of Rome, help give the impression to 
the player that he controls the forces of a larger “Roman” entity. 


Missions 


Missions are only given to the player faction, never to a.i. factions, and only given 
if playing a Roman faction. 


Missions can be divided into two types. 


e Missions that the Senate sets, with a reward given for completing it. 


e Demands. The Senate demands the player does something, and applies a 
punishment if the player does not comply. 


Most missions need not be explicitly accepted. The Senate merely states the task 
it wishes the player to perform, and the time within which it must be 
accomplished. If a reward was offered and the player accomplishes the objective 
within the time limit, he gets the reward, if not he doesn’t. There is no penalty for 
failing to achieve the objective. On the other hand if a penalty was specified, the 
player suffers the penalty if he does not complete the mission. There is no reward, 
except for avoiding the penalty. 


Some missions (demands) require the player to make an instant decision though. 
If they accept the game state is changed immediately, and if not the penalty is 
applied immediately. 


Presentation of Missions 
To do 


Generation of Missions 


The missions can also be divided according to how they’re generated. Some 
missions are generated in response to game events, while others are randomly 
generated by the Senate code. 


Having recently done as the Senate asked should be a small factor in determining 
its attitude. The attitude itself will be assessed every turn, and apart from the 
previous suggestion, won't depend on any prior history. ( the way it's calculated 
will keep it stable ). The player will have to infer the Senate's attitude from the 
missions he's given, and the rewards/penalties attached to them. 
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Event Generated Missions 
Break Alliance with Faction 
Capture Rebel city 
Destroy Rebel city 
Give back Roman Faction City 
Attack outlaw faction 
Cease Hostilities 


Declare War on Enemy of Rome 


Randomly Generated Missions 
Help Player 


Build Temple 

Assassinate character (of non Roman or Outlaw faction) 
Take city of non-Roman or outlaw faction 

Send Emissary 

Clear Brigands or Pirates 


Demand Suicide of Faction Leader 


Mission that are generated in response to events are just given to the player (or 
put on a queue for later display) as they occur. 


Additionally each turn the Senate may randomly decide to generate one of the 
random missions. The chance of generating a random mission should be fixed. The 
exact probability will need to be tuned, but | suggest starting off with 15%. 


A random mission should not be generated if a mission (event triggered or 
random) was given in the previous turn. 


If it is decided to generate a random mission, then randomly decide the type of 
mission taking into account the weightings given in the mission reward type. If no 
mission of this type can be generated, then no mission is generated at all. This 
stops the Senate continually setting missions of a similar type when only a small 
number of types can be set. 


Otherwise generate the exact details of the mission as described in the detailed 
description of the mission. 


Senate Attitude To Player 


What missions the Senate can generate, and the rewards or penalties it adds to 
them, are determined by the Senate’s attitude to the player. This is recalculated 
each turn, and takes the form of a single integer in the range -3 (very hostile) to 3 
(very helpful). 0 = neutral. 
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This attitude is based on 
e The turn number. The Senate will be more helpful towards the start of the game. 


e The strength of the player relative to some fixed value. The stronger the player 
gets, the less the Senate will help. 


e The relative strength of the player compared to the other Roman factions. The 
Senate will distrust any faction that is too strong in comparison to the others. 


e The combined strength of the Roman factions compared to the other factions in 
the game. The Senate will be more helpful if Rome is weak. 


Exact calculation of attitude TBD 


Mission Reward / Penalty Matrix 


Calculate Senate attitude to the player. 


Calculate the difficulty of the proposed mission, as described under the detailed 
mission description. 


Consult the table below, to determine the scale of rewards or penalties to apply to 
the mission. If neither reward nor penalty is given, then that difficulty of mission is 
not allowed for the current Senate attitude. 


Mission Typ Weigh Tim - 2 “ 
e { e 3 2 1 
Break E - Y/N E E E 
Alliance O O O 
t [ iL 
Capture E - 5 E E E 
Rebel City yrs S = _ 
M M M 

D D 

r f 

1 z 

Destroy E - 5yrs c E 

Rebel City 2 o 

M M 

D D 

r r 

1 1 
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: 
1 

Give Back - 1 trn E E E 
City O O O 
i t t 

Demand 100 Y/N E E E 
Suicide O O p 
t t 3 

Attack - Y/N E E E 
Outlaw O O p 
Faction t t 3 
Cease ~ Y/N E E E 
Hostilities O O p 
t t 3 

Declare - Y/N E E E 
War p p p 
3 3 2 

Help Player 100 0 E E E 
Build 100 10 fF E E 
Temple yrs p p p 
3 a 2 

M M M 

p p p 

S] 2 1 

D D D 

p p r 

3 2 1 

Assassinat 100 5 E E E 
e yrs p p p 
Z 2 1 

M M M 

p p r 

1 1 1 

D D D 

r i r 

1 1 1 

Take City 100 5 E E E 
yrs p p p 

3 3 2 

M M M 

p p p 

2 2 1 

D D D 

p p r 
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Send R 100 5 
Emissary yrs 


Zz womn 
Zz wom er 


ip wa 
ip wea 


ZznNnom er 


'OoO Rs 


Clear R 100 5 
Brigands / yrs 
Pirates 


Zz wom 
zNom 


POO ND 
PIO FU 


Zz reom 


PTO FT 


Key 0-7 Column 
D = Difficult Mission 
M = Moderately Difficult Mission 


E = Easy Mission 


Ot = The faction is outlawed for not completing the mission 
p3 = Major Penalty for not completing mission 
p2 = Moderate Penalty for not completing mission 


pl = Minor Penalty for not completing mission 


r3 = Major reward for completing mission 
r2 = Moderate reward for completing mission 


rl = Minor reward for completing mission 


- = Not allowed, or not applicable. 


Type 
R = Randomly generated 


E = Generated in response to gameplay events 
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Weighting 
Gives the relative weighting of the mission for use when the Senate code is 
deciding what sort of random mission to generate. 


Time 
Gives the amount of time the player has to complete the mission. If (Y/N) the 
player must immediately decide whether to accept the Senate’s demand/offer. If 
he accepts, the game state is changed immediately. 


Rewards and Penalties 


Having decided the reward/penalty scale, then randomly generate the actual 
reward or penalty by picking one from the appropriate list. 


Major Reward 
e Grant of 1 major exotic unit 


e Grant of 2 minor exotic units 
e Grant of 2 best buildable units 


e Grant of money ( in range ) 


Moderate Reward 
e Grant of 1 best buildable unit 


e Grant of 1 minor exotic unit 


e Grant of money ( within some range ) 


Minor Reward 
e Grant of 1 buildable unit. 


e Grant of money ( within some range ) 
e Promise to make one of the character’s the next consul. 
e The Senate’s gratitude ( improves the Senate’s attitude for a few ( say 5) years. 


e Throw games in one of your cities. 


Major Penalty 


e The Censor investigates your family( will result in the forced suicide of one of the 
player’s family members. Choose randomly excluding the faction leader ). 


e A Quaestor investigates your faction for corruption. Will result in a major fine. 
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Moderate Penalty 


The Censor investigates your supporters. Will result in the forced suicide of one of 
your non-family member agents. 


A Quaestor will investigate your faction for financial irregularities. Will result in a 
fine moderate fine. 


Minor Penalty. 


A Quaestor will investigate your family for technical accounting irregularities, 
resulting a in a minor fine. 


The Senate’s displeasure (Worsens Senate's attitude to player for a few (5 maybe) 
years ). 


Make known secret information about one of your characters resulting in them 
getting a vice. 


Withhold offices from the player’s faction for a certain time ( say 10 years ) 


A major exotic unit is one that will be picked from a list of major exotic types. 
These will be types that are not normally available to the Romans, or require 
special circumstances to build, or come from near the top of the tech tree. 


Minor exotic units come from a different list of units that fulfil similar criteria, but 
are less powerful. Alternatively they may be under strength versions of major 
exotic units. 


A best buildable unit, is a unit of the most expensive type the player can currently 
raise. 


A buildable unit, is a unit of a random type that the player can currently build, but 
not the most expensive one. Units that are granted to the player appear in the 
player’s settlement that is closest to Rome. 


A player should never be given a punishment of forced character suicide if he has 
3 or fewer family members remaining at the time the penalty is set. If at the time 
the penalty is enforced, the player has only one family member left, then the 
penalty is commuted to a fine. 


Outlawed Factions 


Once a faction is outlawed, no further Senate missions will be generated for it. In 
addition the Senate will immediately declare war, as will other a.i. controlled 
Roman factions. If a non-player faction is outlawed, the Senate will demand that 
the player declare war. 


Event Generated Mission Details 


The following missions can be generated whenever a particular condition occurs 
during play. For some missions there is only a chance that the mission be 
generated. Usually this is to give the player the impression that the Senate has 
asked some other faction to handle the mission. 
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Break Alliance with Faction 


Generation 


This always mission should be generated if the player is in alliance with another 
faction that is either at war with the Senate faction, or at war with both other 
Roman factions. It should not be generated more than once per 10 years per 
faction. 


Difficulty 


This mission type is always rated as easy, 


Capture Rebel city 


Generation 


Can potentially be generated whenever a city rebels against any Roman faction 
except for the player’s (so the Senate isn’t rewarding the player for keeping their 
own house in order). 


e If the city is in a province that is adjacent to one of the player's provinces but not 
to those of any other Roman faction, then the mission is always generated. 


e If itis in a province that is adjacent to the player’s faction and another Roman 
faction, then the mission has a 50% chance of being generated. 


e If the province is not adjacent to any Roman provinces, then generate the mission 
50% of the time (may lead to occasional odd missions, but we can address this 
later if it actually becomes a problem ). 


e Otherwise the mission is not generated. 


If the city is on a single province island, treat it as adjacent to any province that it is 
within a reasonable (exact amount TBD) distance of. 


The mission should be considered for generation only at the time the city rebels. 


Difficulty 
To do 


Destroy Rebel city 


Generation 


This is in most respects similar to the “Capture Rebel City”. It is generated instead 
of that mission if the city has rebelled against Roman rule for the second time in 
the game. Unlike the “Capture Rebel City” mission, it can also be generated for 
cities that have rebelled against the player’s own faction. 
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Difficulty 
Same as “Capture Rebel City” 


Give back Roman Faction City 
Generation 


This mission may be generated whenever the player captures a city from another 
Roman faction, unless that faction has been outlawed. 


Since in most cases failure to comply will result in being outlawed, we don’t need 
to worry about the case where a city is captured and recaptured. Fix only if it 
proves to be a problem. 


Difficulty 
To do 


Attack outlaw faction 
Generation 


This should be generated whenever the Senate outlaws another Roman faction. 


Since the Senate doesn’t generate missions for non player factions, another 
mechanism will need to invoked to decide when a faction is outlawed. Most likely 
whenever it attacks another Roman faction. 


Difficulty 


Always rated as easy. 


Cease Hostilities 
Generation 
Generate this mission if the player is at war with a faction that is allied to the 
Senate faction, or two other Roman factions. Generate only once every 10 years 


per faction. If the player accepts, an immediate ceasefire is declared. If the player 
resumes hostilities within the given time limit, he has failed the mission. 


Generate the mission no more than once per 10 years per faction. 


Difficulty 


Always rated as easy. 
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Generation 


An enemy of Rome is a non-Roman faction that is at war with the Senate faction, 
or two other Roman factions (apart from the player’s) and has captured a city 
from one of these factions. Alternatively it is a faction that is at war with any 
Roman faction, and holds any city in Italy. 


Generate when an enemy of Rome is first detected and subsequently every 10 
years per faction while it retains this status. 


Difficulty 


Always rated as easy. 


Randomly Generated Missions 


The following missions are generated at by the Senate when it decides it should 
set one. However, there are still some restrictions on when they can be generated. 


Help Player 
Generation 


Can be generated at any time (provided it’s valid for the given Senate attitude to 
the player). The player does not have to do anything; he just receives the reward 
for successful completion. 


Difficulty 


Always easy 


Build Temple 
Generation 


This can be generated if there is no temple to a particular God in any Roman 
faction city. 


Difficulty 
To do 


Kill Character 
Generation 


This can be generated to kill any character of any outlawed Roman faction 
[through assassination or battle], or any non-Roman faction. If no such factions 
exist, the mission may not be generated. 


If any outlaw Roman factions exist, then the mission should be to assassinate one 
of their characters. 
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If any factions not allied to the Senate exist, then one of their characters should be 
the target. 


Otherwise the character of any non-Roman faction may be the target. 


The target character and faction should be randomly determined based on the 
above criteria. 


Difficulty 


Calculate the best chance for any of the player’s existing assassins or 
assassination capable characters to succeed. 


Chance >= 75% Easy 
Chance 40 - 74% Moderate 
Chance < 40% Difficult 


If the player has no agents or characters that could undertake the mission, 
assume he builds a base level assassin. If the player cannot build any assassins, 
and has no existing characters that could carry out the mission, then count the 
mission as one level more difficult. 


Take City 
Generation 


The player must capture a designated city (city means settlement here). Can be 
generated to capture a city of any non-Roman faction. This may require the player 
to declare war on the owning faction. Choosing the target intelligently may be a 
little tricky. | suggest the following rules, combined with a certain amount of 
randomness and a weighting based on the potential target city’s income. 


e If there are any factions are war with any Roman faction, then one of their cities 
should be chosen if possible. 


e The target city must reasonably close to the player’s domain. This distance 
shouldn’t be so small though, that only border settlements are ever chosen. 


e The target must be accessible to the player, meaning it is either within a 
reasonable sea distance, or can be reached by moving through provinces that the 
player has military access to, belongs to the target faction, or belong to another 
faction that the player is already at war with. 


Difficulty 
To do 


Send Emissary 
Generation 


The player must send an emissary to make contact with the designated faction. 
Can be generated whenever there is a known faction that that has never been 
visited by a Roman emissary, or that hasn’t been visited for a certain amount of 
time (say 20 years). 
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Difficulty 


If the target faction has a province adjacent to any of the player’s province, the 
mission is easy, otherwise it is moderate. 


Clear Brigands, Pirates or Slave/Gladiators 
Generation 


Can be generated if there are any pirates or brigands interrupting trade routes 
from any of the player’s settlements or any of the Senate’s settlements. 


Exactly how the pirates\brigands will be identified is TBD. Ideally each 
pirate/brigand army would be uniquely named, so the mission could be against a 
particular group. Currently this is not the case though. If the does not change, 
then the mission will need to be to clear a trade route between two particular 
settlements. 


Difficulty 
To do 


Demand Suicide of Faction Leader 
Generation 


Can be generated if the senate attitude to the player is -2 or -3, or if the player 
suffered a penalty for not completing the last mission. 


It should not be generated if the player has only one character left. 


Difficulty 


Always easy. 


Offices 
To do 


Implementation Issues 


This will all need a lot of tuning, so it would be best if many of factors were loaded 
in from an external text file so as to be easily adjustable without recompilation. 
This applies particularly to the reward / penalty matrix, the chance of generating a 
random mission, and the system for setting rewards or penalties. 


Tutorial / Hand Holding Missions 


It is also intended that during the early part of the game, the Senate will give the 
player missions to help them get to grips with the game. There will be a different 
mechanism for generating these missions, that is yet to be decided, but will 
probably be pre-scripted. However, to the player, the missions discussed in this 
document will appear identical. The code for mission generation, tracking, and 
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presentation therefore needs to be flexible enough to allow other code modules to 
add mission. 


Presentation 


The Senate screen can be bought up by clicking on Rome. The Senate screen 
displays the following: 


> Current Actions - What actions the Senate is currently engaged in. Below 
this the player can attempt to ‘purchase’ various actions. 


> Influence - The relative Influence of the various Factions. Below this the 
player can spend Denarii to purchase Influence. 


> Positions - The names and factions of the various executive and 
administrative positions in the Senate. Below this the player can attempt 
to ‘purchase’ various Positions. 


Influence 


Influence is the coinage of the Senate; it is political capital that other [Playable] 
Roman Factions can spend in order to get the Senate to act in their interests. In 
rare cases [such as becoming Consul] a Roman faction may get direct control of 
some of the Senate functions. 


Influence is a defined resource which is used to purchase Senatorial titles or 
actions. The maximum amount of influence available is capped. 


Influence is gained [or lost] through actions which are perceived to be for or 
against the greater interest of Rome. Alternatively Influence can be bought 
outright, by donating money to the coffers of Rome. Influence will decline over 
time if not ‘spent’, so to be built or maintained requires constant action from the 
Faction. The influence of another Faction can be damaged by assassinating a 
Senator, however the risk of getting caught in the process of this despicable act 
will cause an enormous influence penalty to the perpetrator. 


Gaining Influence generally has a cost associated with it, and since Influence 
declines over time the trick for the player is to gain Influence to spend at the time 
when they will get maximum benefit from a favour from the Senate or from a 
government position. 


Players can choose to spend less influence than the cost of a particular favour or 
position in the Senate and they will have a % chance of the request being 
accepted which is proportionate to the amount they have spent. 


The attempt to purchase a favour or position is a blind bid. If another Faction has 
bid higher in the same turn then the higher bid will gain the favour or position. 
However, the money which was bid by the losing Faction will still be lost [or a % of 
it depending on play testing]. 


Positive Influence Modifiers: 


> Paying Taxes 
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> 
> 


VV V WV 


Gifts of Denarii 
Honouring the Gods by building Temples in Rome 


o Mars [War], Venus [Population], Neptune [Naval], Mercury [Money], 
Dionysus [Happiness], Vulcan [Weapon production] 


Assisting the Senate or other Roman Factions in Wars 
Victories in individual battles, or the defeat of Foreign Factions. 
Public Works such Games and Chariot Races 


Forwarding the interests of Rome when acting as Consul. If whena 
character retires as Consul the military and economic status of Rome are 
improved then they will get an Influence bonus. 


‘Retiring’ a character to the Senate move to Rome; retired Generals or 
Governors give a one off Influence bonus as they enter the Senate; Foreign 
Vassals/Conquerors can also enter the Senate to gain influence, and 
effectively become a Roman Faction at this point. 


Negative Influence Modifiers 


> 


VV VV WV 


Defeat in battles or campaigns. 

Failure to provide help to Rome or another Roman Faction 
Avoiding paying Tax 

Refusing to send Armies when requested. 

Refusing a request for Denarii. 


Scandals, which can arise from having spies or assassins caught while 
performing missions. Any act against another Roman faction which is 
discovered will cause a scandal. If the perpetrator is not caught while 
performing the dastardly dead it can be ‘uncovered’ by enemy spies in 
subsequent turns. Scandal’s can even be ‘invented’ as a mission through 
accusation. 


Attacking Rome or another Roman Faction - this is the ultimate negative, 
and may result in the Faction being ‘outlawed’, which effectively turns 
them into a non-Roman faction in the sense of no longer being able to 
participate in collective Roman actions like gaining Senate positions. They 
will however still have full access to the Roman building and training 
options. 


Having a diplomatic stance with any third party which is mis-matched with 
Rome’s position. This includes being allied to another civilisation who is at 
war with Rome, or being at war with one of Rome’s allies. 


Failing the interests of Rome as a Consul. If the military or economic status 
of Rome is lower when a character retires as consul then they will suffer a 
large Influence penalty. 


Becoming too powerful. If the armies or coffers of a Faction are greater 
than the size of the armies or treasury of Rome or the combined power of 
the other Factions then the Senate will be extremely suspicious of the 
intentions of the Faction. 


The player needs to keep in a mind that the Senate looks to maintain a balance of 
power. The faction that is too far ahead will have everyone else in the Senate 
ganging up against it; a faction has to time its bid for power carefully, so that it 
can arrive rapidly at its destination without giving the opposition time to muster. 
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Senate Functions 


The Senate is initially present in Rome. The Senate will control the heart of the 
growing Empire while the other Factions carve out their personal empires through 
conquest on the frontiers. 


As a Faction the Senate will operate in much the same manner as the other 
Factions in the game in terms of constructing building, training units etc. 
However, in addition to it’s own functions it also acts to coordinate & balance the 
functions of the other Roman Factions. 


The Senate has two main ways of acting in the game, firstly through direct action 
in ordering it’s own units and armies and secondly through control of positions in 
the Senate itself. 


Each of the Roman Factions will pay Taxes to the Senate in addition to the income 
it earns from its own holdings. 


Actions 


The Senate can independently perform each of these actions in the interests of 
Rome. It performs these actions independently as an ai faction without 
intervention of the player. Other factions may gain control of some of these 
actions through gaining key positions in the Senate. 


> Raise Troops - Train Legion or Navy. 

Decommission Troops - Disband Legion or Navy 

Assign Troops - send Legion or Navy to assist in War. 

Award Troops - permanently award Legion or Navy to a Faction. [Event] 
Request Troops - Request troops from Faction. [Event] 


Request Money - Request money from Faction. [Event] 


VV VV V WV 


Assign Honours - Morale & Loyalty bonus to Legion or Money or Territory 
Bonus. 


> Diplomacy - Change Diplomatic state of Rome towards Foreign Faction. 
Note that Rome’s diplomatic stance can be separate from a Roman 
Faction’s stance, but any discrepancy will have an impact on the Faction’s 
Influence and Reputation. 


> Outlaw - Faction effectively becomes a foreign enemy. Declare as enemy 
of the state and ceases to be able to participate in the functions of the 
Senate. 


> Offer Citizenship - Foreign Civilization becomes Roman Faction. Region 
becomes Province. 


> Prosecute Character - Characters who are caught spying or attempting 
Assassination can be punished with a Fine, Imprisonment [which means 
they are lost for 1-5 years] or Execution. 


> Award Senate Position - award Senate Position [see below] 


> Award Title - Award a title to a victorious legion, such as ‘Augusta’, ‘Felix’ 
etc. 


> Demote - Remove character from job. 


> Surrender - if to enemy Faction then Game Over, if to Player [once 
Foreign Civilizations defeated then Victory] 


> Public Interest - Host Games, build buildings, Dispense Grain, Special 
Tax. 
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> Set Tax Rate - for Citizens and Factions. 


Senate Positions 


Historically dudes were elected to various offices by the Senate, which they then 
held for a certain period of time. | suggest we follow a similar pattern, but 
streamline the length of office and frequency of elections. 


The Senate should share the offices roughly equally round the factions, but with a 
fair degree of randomness, and also remembering who is currently in its bad/good 
books. I'm not sure if all the offices should always be given to game characters, or 
whether sometimes they should go to independent Senators. 


Each character can only hold one office at a time, and some offices can only be 
held once per character. The character should remember which offices it has 
previously held. 
The character description should say what office the character currently holds, or 
which is the most important office held so far, and how many times he's held it. 
e.g. 

Julius Caesar 

Consul 

Gnaeus Scipio 

7 times former consul 


Whenever a character is elected to office, he should receive some bonus. Either an 
immediate boost to stats, or some relevant virtue. Also a character with an office 
cannot be asked to commit suicide as a senatorial punishment. While in office he 
holds immunity to prosecution. 


Consul: 2 consuls are elected every 4 turns. A character can be consul more than 
once, but cannot hold the office for successive turns. Can only be held by Faction Leader. 
Benefits. 


1st Time +1 influence 

2nd Time +1 command 

3rd Time none 

4th Time +1 administration 
5th Time none 

6th Time +1 influence 

7th Time none 

8th Time +1 influence 

9th plus none 


Pontifex Maximus: Elected once every 8 turns (4years). A character can only hold this 
office once. 

Benefits 

Some virtue related to Influence. 


Censor 

Elected once every 8 turns (4 years). Can only be held once. 

Benefits 

+1 dynamos 

Senate cannot inflict "investigation by censor" penalty on faction. 

Tax break 

Aedile: in charge of throwing games - good for influence 
Praetorian Prefect: commander of the garrison of Rome - good for strategos - 


top quality training 
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Praetor: judge - more influence, maybe especially with the Senate. 


Praetor: Immunity from investigation. 


and don't forget the big one - Imperator 
e Awarded when you've won the game, defeated the Senate and all other Roman 
factions. 


The Senate can grant political positions to Characters. These positions come with 
a range of powers, most of which are temporary. The period of time each office is 
held for will be balanced according to the gameplay to ensure that they are not 
too powerful and to ensure that the player isn’t constantly having to micromanage 
politics. 


Note that Positions do not all have to be held by the three main Roman Factions in 
the game. As well as the three main factions there are numerous minor factions 
who are considered to make up the numbers in the Senate and these Characters 
can hold the Positions. The balance of a Factions Influence should mean that they 
are able to occasionally secure these key positions. 


Consul 


The Consul is the highest magistrate in Rome. There are 2 Consuls at any one 
time, each with a Veto over the other. Only a Faction Leader can be Consul, 
meaning that no Faction can control both Consul’s at once. Also the Faction 
Leader must be present in Rome to obtain this position. 


The Consul is a unique position because it allows a Faction to directly control half 
of the Armies of Rome. However, the Right of Veto means that if the Faction tries 
to use Rome’s armies to attack another Roman Faction then they will be 
prevented. 


The Consul also gets access to the Diplomatic Screen for the Rome faction, which 
allows them to conduct negotiations with other Factions on Rome’s behalf. 


The position of Consul costs a very large amount of Influence, and once gained 
can only be held for 4 turns. It cannot not be held consecutively. 


Governor 


The Governor is the ruler of a Settlement. Once gained this position is generally 
held for life. Therefore if a Faction Character becomes Governor of a Roman 
province they have effectively annexed that province as part of their Faction 
domains. This means that the Senate will be very wary of giving Governorships to 
Factions who already have proportionately large domains. Therefore the Influence 
cost of becoming a Governor will escalate exponentially depending on the size of 
the Factions’ domains. 


Other Offices 


Some of the other more minor offices to not give players direct control over 
Rome’s units or resources, but rather give one off benefits which are shown as 
Events. Players must send Characters to Rome to purchase these positions using 
Influence, and the Character is unable to move from Rome for the period that the 
position is held [usually 1 year/ 2 turns] 


> Aedile - Organises public works in Rome and Games. The Player can 
throw Games in Rome, paid for from the coffers of Rome, which will 
increase the happiness of the population. 


> Quaestor - Responsible for raising taxes and recruitment from territories. 
The Quaestor can set the tax levels and wage levels for Rome. 
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> 


Censor - Responsible for the Census & Tax Assessment for Rome and 
vassal states. The Faction gets access to the Settlement Info Screens for 
Rome and for all Allied and Subject factions. 


Praetorian Prefect - Commander of the Garrison of Rome, responsible for 
Law and Order in the Settlement and surrounding area. The Garrison of 
Rome can be used to threaten [free bribe] any Character present in Rome. 


Praetor - Judge, tries matters of law and decides punishment, including 
bribery, extortion, forgery etc. Gets a bonus when attempting bribery, can 
accuse Characters of scandal [success depends on their Dignitas]. Also 
receives law & order Events, and the response to these events effects your 
standing with the Senate and with the people of Rome. 


Tribune - The government representatives of the Plebs. Can veto acts of 
Consul’s. Act as mouthpiece of population. Factions cannot ‘become’ 
Tribune, but they can get a Tribune in their pocket. The Tribune’s position 
can only be gained through Denarii. Control of a Tribune allows the Faction 
to incite a Mob Riot in Rome. The Tribune is presented with Population 
events and the response effects the standing with the population and 
Senate. Controlling a Tribune does not require a Faction Character to be 
used in the role. 


Imperator - Emperor. Victory! Gained by the Faction armies conquering 
Rome and taking control of the Senate. Once a Faction has gained this 
position they effectively have 100% influence within the Senate and have 
won the game. Note that the player will be able to continue with the game 
from this point. 
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Movies & Event Images 


CG FMV will be reserved for campaign introductions and final victory sequences if 
it is used at all. Other in-game events will be handled using the game engine and 
scripted sequences. The advantage of scripts for the mid-game Triumphs is that 
they keep the player within the context of the game and also they are easier to 
customise depending on context - i.e. the ‘actual’ character involved can feature 
within the animation in the appropriate context [location, season etc. ]. 


Movies and Scripted Animations can be skipped with Esc or the Spacebar. 


Major FMV & RTM’s 


> Teaser - Brief pre-rendered RTM building tension and giving a glimpse of 
the epic scale and the quality of the battles. 


Trailer - Combination of RTM as FMV and game footage with voiceover. 


> Game Intro - Pre-rendered RTM as a montage of highlights. Featuring 
characters, armies, battles and varying terrain, cities and wonders. May 
include a voiceover or may just use music. 


> Imperial Campaign Intro - Pre-Rendered RTM setting the scene of the 
Imperial Campaign. Introduces the history and characters [including the 
Roman Factions, the Senate and the main enemies of Rome, Carthage, the 
Barbarians and the Greeks]. Segue to the start of the game. Features a 
voiceover. 


> Game Outro - Actual RTM, with appropriate faction in context. The 
results of the game will scroll over the top of the RTM after the Triumph has 
been shown [cf. M:TW]. 


o Roman Success - major Triumph in Rome showing the character 
being pronounced /mperator. 


o Roman Defeat - Still image showing a foreign general standing 
over the ruins of Rome. 


o Foreign Success - major Triumph in Rome showing the victorious 
King/Chieftain in the city. 


o Foreign Defeat - Still image showing Roman legions marching 
across the world. 


> Triumph - There are RTM’s when the has notable achievements such as 
o Achieved a Victory Condition 
o Capturing a Wonder - a specific RTM for each Wonder. 
o Capturing an Enemy Capital 
o Losing a Capital 
fe) 


Staging Games in the Coliseum or Circus Maximus 


Minor RTM’s [wishlist] 


Lesser RTM’s are pre-rendered and are played in a window on the campaign map. 
These include: 
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> New Unit Available - a short RTM showing the unit with a voiceover 
explaining their abilities. Only shows the first time the unit becomes 
available. 


> New Building Type - a quick flyover of the building. Only shows the 
first time the building is constructed. 


> Land on new Continent - Shows a landing of troops. Only once per 
continent. 


> Upgrade Capital - A flyover of the settlement. 


> First time a City reaches Huge size - A flyover of the settlement. 
> Faction Leader increases Rank - Some sort of acknowledgement. 
Still Images 


> Provincial Campaigns — To set the historical context and define the 
objectives of the Campaign. Uses a still image and voiceover. 


> Historical Battles - Still image with text, showing information about 
terrain, armies and objectives. 


> Major Character Death [e.g. Faction Leader, Foreign Faction 
Leader] - still image and text. Differentiate by cause of death - killed in 
battle, assassinated, died of old age. 


> Game & Historic Events - Random and Historic Events, such as Natural 
Disasters [Plague, Earthquake, Flood, Volcanic Eruption] and Barbarian 
Invasions. These will be shown as illustrations on the pop-up information 
screen/menu. [wishlist] Volcanic eruptions [e.g. Vesuvius] will be pre- 
rendered RTM’s. 


> Mission Events - Still images with text. 


Historic Events - Major Historic Events, such as the eruption of Vesuvius 
will also be accompanied by scripted in game animations. 
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Audio 


Play by play - wishlist 

e battle status reports [dark omen] 

e hint & tips [context based response to orders] 
¢ morale 


Front End & Intros 


Music 


The overall style of the music will be designed to create an epic cinematic feel. 
Music will not be specific to individual Cultures within the game but will be 
generic. 


SFX 
Interface SFX associated with selection of menu items as well as to indicate errors. 


Voices 
The campaign and scenario intro movies will have a generic Narrator. 


Campaign Map 


Music 


This will be similar to the music in Medieval Total War in the sense that it will 
provide background ambience to the game. The music will also be used to cue 
the player to the season which the game is currently in [summer or winter]. 


SFX 


Music will be associated with interface commands and with Events. Because the 
icons on the map will be animated there will also be sfx associated with unit 
movements and actions as well as ambient idle sounds for units and cities. 


SFX will also be required for naval units and battles. 


Voiceovers 
There will be Culture specific voiceovers for characters on the Campaign map, 
including: 


> Orders - Acknowledgement when Characters are given orders, or when it 
is not possible to execute and order. 


> Diplomacy - Introductions to interaction between Emissaries and 
Characters. 


> Character Events - Introduction to accompany Character mission event 
sequences. 


> Senate - Introduction and results of proposals in the Senate. 
> Movies - Intro’s/Outro’s and Campaign Intros/Outro’s 


Voiceovers for characters will be in English [rather than Latin]. 
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Battles 


MUSIC 


SFX 


The music will be dynamic as it is in Medieval and will respond to the status of the 
battle. The battle music may vary depending on the culture of the players faction. 


The SFX for troops need to vary based on the distance from the camera and the 
number of men involved. In the foreground there will be individual SFX for 
soldiers, at a distance there will be SFX for units. Unit level sounds are for 
marching and firing volley’s. Combat level sounds generate a background of 
combat sounds in an area where two units are fighting. They reflect the centre of 
gravity of that combat, and the number of troops involved. Any unit may be 
involved in several combats. 


There are also many sounds triggered for individual soldiers, such as sword blows, 
battle cries, death screams, and being hit by arrows. 


The sfx will use a full range of environmental effects as supported by Direct X 8. 


Environmental Effects 


The SFX will adapt to reflect environmental conditions - for example a change 
when cavalry go from grass to paved areas, when an army emerges from a valley 
into an open area or when the weather is foggy and still. 


Level of Detail 


The battle sfx will have level of detail so that in the foreground there will be 
individual sfx for individual units. Whereas in the background sfx will be applied to 
groups of units. 


VOICES 


Orders 


Orders given to Units will be responded to by the leader of the unit. The order 
responses will be in the native language of that unit [e.g. Latin for the Romans]. 
Different unit classes will also have different responses - so disciplined Legionaries 
will sound distinct. The tone of the orders may also indicate the experience level 
of the unit [cf. Warcraft 2] 


Cries and Taunts 


Some units will have unique taunts which they can use to effect the morale of the 
enemy. Units will also shout as they charge into battle and there will be sounds of 
victory when a battle is won. Conversely units who are fleeing in terror may 
scream like girls. 


Battle Event Notifications 


As in Medieval there will be a range of Battle Event Notifications. There will bea 
larger number of these than there were in Medieval to allow for the greater detail 
of the game - including events associated with assaults of fortifications, baggage 
trains, deaths of characters and the actions of allies. 
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In battle these notifications may be accompanied by a ‘talking head’ of the 
General’s chief aide. 


Notifications 


VV VV V VV VV WV 


Tutorial 


Victory conditions and triggers - routing, killing 

Destruction or capture of buildings, fortifications or baggage train. 
Death or routing of a named character or commander 

Arrival of reinforcements - own, allied or enemy 

Actions of Allies - engaged, retreated, betrayed 

First sight of enemy [or new enemy] or sight lost of enemy 

First contact with enemy 

Change in weather 

Time limits 


Area taken/lost 


The Tutorial will have the same sfx as the rest of the game, but additionally there 
will be a narrator to guide the player through the tutorial. 


Music 


Continue what was begun with Medieval and make the music as dynamic as 
possible in terms of responding to the state of the game. 


Music for the game should be suitably epic in feel. The movies Spartacus 
and Gladiator are obvious models for the kind of thing that is required. 


Spot Sound FX will be needed for all kinds of events and happenings, and a 
detailed list will have to be prepared. 


3D ambient sound will be required for cities, fortresses, battlefields and the 
Senate. 
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Multiplayer 


The following methods for implementing a multiplayer game have been 
considered up to the time of writing. 


Multiplayer Battle Game 
The multiplayer battle game will be modelled on Medieval: Total War. 


Players will have a certain amount of money with which they can buy and equip 
armies. It will be possible for players to handicap the amount of money available 
to each side in order to allow for different tactical situations, e.g. the defender of a 
castle would have a reduced amount of money. 


Players can fight single one off battles either single or multiplayer. For these 
battles they can define the following options: 


Save/Load 


It will be possible to save and load battles which have been previously set up. The 
ability to load any previous battle also enables the Historical Battles to be played 
in multiplayer. 


Battlefield 


Players can select a battlefield from a list of [initially] 20 maps. The maps will be 
based on defined locations on the Campaign Map, which will be shown on a radar 
view. The battlefield will have a defined set of pre-generated features [roads, 
buildings etc.]. New maps can be added to the list or created and added by 
players. Each battlefield will also be accompanied by a description. 


Armies 


Players can choose which Faction and Era their Army is derived from, and must 
select their Units from this Faction. For each Faction and era there will be a set of 
default army lists which can then be modified by the player. There may also be 
rules determining the number of units of each type which can be included in an 
army. 


Battles can include Multiple sides, and each side can be flagged to be Attacker or 
Defender. Also each side can be flagged to be an Ally [of any other side], Enemy 
or Neutral. 


Units 


Each Army will have an amount of money which can be spent on selecting their 
forces for the coming battle. There will be an option to handicap the money given 
to each side based on the context of the battle [e.g. Defenders will get less 
money]. It will also be possible to define the Era or the Theatre of the battle, 
which will limit the selection of troops to specific times or to specific factions. 


Characters 


Players can buy default or historical characters from the appropriate faction or 
era, and they can spend money on upgrading the experience and skills of the 
Characters. 
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Game Types & Victory Conditions 


Players will be able to select to play any of the Custom Battle types. 


Rules 
Players can select which realism and rule options to toggle on/off for the battle. 


They can also select time limits on/off and determine the length of the time limit. 


Terrain 


Players can choose a battlefield as well as selecting other conditions such as 
weather. There will also be special battle conditions for selecting night-time 
battles which will be fought in twilight. 


Deployment Area 


The player can define different deployment areas, based on location and size, for 
each army in the battle. This enables scenarios such as ambushes or fighting 
withdrawals to be recreated. 


Handicapping 
Players have the option to set different amounts of money being available for 
different sides in the game depending on the terrain, the game type and the rules. 
There are a set of default options for Handicapping and this can be turned on or 
off by the host. 


Number of Factions & Alliances 


The number of factions in the battle can be selected. All factions in the battle can 
be assigned as Player or Al, and Al factions can be assigned to be allied to one of 
the player factions, opposed to specific factions or neutral, in which case they will 
determine their actions in the course of the battle. 


Online Services 


Matchmaking & Hosting 


Matchmaking will be supported through popular online matchmaking services such 
as Gamespy which can be supported. 


Chat 


The game will support online chat between players, both within the game and 
within chat rooms in the lobby where games can be set up. 


Chat will be able to be filtered to groups or individuals. 


Registration 
Players will be able to register online. 


Database 


Player information, game results and other information will be stored and used to 
support features such as leagues, ladders and tournaments. 


CD Verification 
There will be online CD verification as an anti-piracy measure. 
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Tournaments & Ladders 


[wishlist] As well as the multiplayer site supporting tournaments and ladders it will 
also be possible to output the necessary information from the database to fansites 
so that they can set up their own tournaments. 


Other Multiplayer Games 


Multiplayer Campaign Game [wishlist] 
If we develop the multiplayer Campaign Map it will only be for the expansion pack. 


Hot seat - Players will be able to take turns on the same PC. Battles will need to 
be autocalculated. 


Network Game - This would utilize only the grand strategy aspects of Rome: 
Total War. Battles would be auto-resolved, with the set of tactical options 
described above for auto-resolving battles. 


Players would be able to save and resume multiplayer games, so that a game 
could take place over many sessions. 


Players may also be able to play multi-player battles on a single machine by 
taking turns. 


Full Campaign Game [wishlist] 


This would simply enable players to play the full Campaign Game in multiplayer. 
The main difference will be that all players can submit their turns simultaneously, 
and battles are resolved at the end of a turn as they are in Medieval. 


Barbarian Invasion [wishlist] 


Players who have completed the Single Player Campaign game will be able to go 
online and ‘invite’ other players to spawn a Barbarian Horde at the edge of the 
Empire to try and invade and destroy the Empire. This enables players who want 
to invest the time to build their Empires, and players who want to just have a 
quick battle to grab a Barbarian tribe and to try and storm the walls. 


Persistent Online Games [wishlist] 


This would link Rome: Total War to a proposed Barbarians Total War persistent 
online game. The player would control a Roman faction in the persistent game 
world. 


Alternatively the player would control a single army which would gain new 
resources only through loot and conquest. Armies would be able to build cities on 
the map in the same way as the single player game. 


The division of the game into single armies would allow for multiplayer games with 
a large number of players [50-100+] in a single game, with some of the players 
being progressively eliminated. 


Armies in the persistent world would accumulate experience and improve over 
time (by collecting weapons, upgrades etc) as they took part in more battles (cf. 
online characters in Diablo 2). The state of the game world and the armies may 
need to be stored on a central server in order to prevent cheating. 


In a similar fashion to Medieval Total War, clans would be used to track player 
progress within the persistent game. Clans could also have specific victory 
conditions assigned. 
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Online Community Support 


There will be a system of clans, leagues and ladders so that players can compete 
against each other over the long term and be ranked in terms of ability. Leagues 
and ladders will be viewable from the website and directly from within the game. 
There will also be an in-game browser (cf. Tribes 2). 


The website will allow players to e-trade game components with each other. The 
components that could be traded would include whole armies, individual units 
(with or without inherent experience and upgrades), new technologies (thus 
allowing new units to be built), and unique game world objects, such as standards 
and weapons. 


Online communications will be support with in-game messaging and broadcasting, 
and voice support will be built in. 


Output of Game Information 


The game will output game result information in a format which enables websites 
to run their own tournaments and to set up their own leagues and ladders with 
individual rules. 


Auto update 


Rome: Total War will aim to use auto-patching, so that product is always kept up 
to date whenever a player signs into a game (with an option not to download 
updates). This will require a dedicated server 
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Editors 


Rome: Total War will have a comprehensive set of Editors available which will 
enable players to customise aspects of the original game, to create their own 
scenarios and campaigns and even to create entire mods. The full version of the 
game will be protected from players cheating using the editors by being 
encrypted. 


Campaign Map Editor 


What we've got: 

¢ open a campaign map from a series of tga's, which then link up with in-game data 
structures to provide things like the roughness map, the terrain type map and the 
height map 

e place characters and settlements onto the map 

e select characters and settlements and add units and buildings to them 


What we want to add, as a minimum 

e the ability to edit the map data, so that you can paint-on rivers, ground types, and so 
on; this has become essential 'cause it's just very awkward to edit the files in pshop 
and flip back and forth all the time 


Additional 

Definition of start date and faction details - attributes, money. 
Definition of region borders, port positions. 

Ability to name regions and settlements. 

Scripting of Events - Disasters, Senate Missions, Historical Events. 
Select characters and units and edit their attributes and VnVs. 
Resources, wonders, walls, volcanoes. 

Attach armies to characters. 


Data structure such that all relevant graphics per campaign are in ONE directory, 
including: 

trade route map 
height map 
region map 
roughness map 
ground types map 
features map 
climates map 

UI radar map 
Overview map 


The Campaign Map editor will allow heights to be set on the terrain and 
settlements and units to be placed. 


By editing the associated text file for each campaign it is possible to define victory 
conditions, Triumphs and rules for a campaign and to script events. 


[Wishlist] The editor will ship with the game and be accessible from front end of 
the game to enable players to customise and build their own scenarios. The editor 
will allow the following: 


> Definition of starting positions, factions, cities and units. 
> Definition of victory conditions. 


> Limitation of camera to a defined area of the map. 
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> Scripting of game Events [e.g. natural disasters] 

> Definition of rules or limitations [e.g. no building or training]. 


It will also be possible to limit the position of the camera on the map so, for 
example, it would only show Gaul to enable a campaign based on Caesars 
campaigns. 


It will also be possible to define rules, such as factions being unable to build, and 
victory conditions such as conquering a settlement by a certain date. 


Campaign Scripting 


Scripting of game campaigns requires the following: 


Campaign features map 
Rivers 


Forests 

Resources (gold, iron, marble) and trade goods (food, wine) 
Trade routes 

Wonders of the world 

Volcanoes 

Earthquake ridges 


Barbarian spawning positions 


VV VV VV VV WV 


Storm positions 


Template script files 
> Campaign Name 


Start date, end date and season 
Factions 


Camera start position 


> 
> 
> 
> Starting denarii 
> Poll tax level 
> Dignitas 
> Dread 
> Diplomatic stances between Factions 
Settlements - position - any valid tile 
> Name: 
Level: (fort, village, town, large town, city, large city, huge city) 
Fortification level 
Is this the capital? 
Buildings 
Plan layout 


Population 


VV VV VV WV 


Founding faction 
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> 
> 


Year founded 


Settlement tax level 


Characters - position - any valid tile 


> 


VV VV V VV VV VV WV 


> 


Name 

Type - named character, general, spy, assassin, diplomat, admiral 
Age 

Is he a leader? 

Is he the heir to the leadership? 

Is he a governor (must be placed on a settlement)? 
Level 

Experience 

Dignitas 

Dread 

Skill potentials 

Skills 


General led armies, navies and associated unit compositions (only if a 
general or named character) 


Garrisoned armies and associated unit compositions (position - must be 
placed on a settlement) 


Family tree 


Character Records - these don't exist on the Campaign Map - dead characters, 
women, children 


> 


VV VV V WV 


> 


Name 

Sex 

Dead or alive 
Age 
Experience 
Dignitas 
Dread 


If dead, was he a past leader? 


Relationships - these must link together all the characters and character records 


> 
> 
> 


Name 
Spouse 


Children - up to 4 children 


Roads - start and end position 


> 


Type - dirt, stone, imperial highway 


Man made features - start and end position 


> 


Type - walls or canals 
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Custom Battle Editor 


The Battle Editor will enable battles to be defined and saved. They will have a 
comparable set of parameters to the custom battles in Medieval: Total War, 
allowing the player to define. 


> 


Vv 


VV VV V WV 


Scripting 


The battlefield. This will define the world coordinates, the type of terrain 
and topography [hilliness]. It will also allow for the placing of settlements 
and fortifications. 


Factions and alliances. 
Money to spend on units, and handicapping for Attacker/Defender 


Units and characters. Upgrades to attributes, weapons and armour. There 
will be a pre-defined set of army lists to enable quick access to a battle. 
Siege engines and equipment must also be defined. 


Climate zone, weather and season. 

Game types and definition of victory conditions. 
Game length. 

Time of day. 

Difficulty Level. 


Save/Load battles which have been previously set up. 


The Custom Battle Editor will allow the actions of armies and units to be scripted 
to some extent, without over-riding the tactical ai. This can be defined at both the 
Army level where overall objectives can be set and at the Unit level. 


> Units - Units can be given queued orders. It is possible to make the queue 
commence in response to a trigger, such as a time limit or sighting the enemy. 
The queue can be terminated by other triggers such as losing a % of troops in 
attack. 


> Army - At the army level the ai can have the priority and order of it’s 
objectives defined, and it can be given ‘hints’ which influence its behaviour. 


Unit Editor - Attributes 


Players will be able to access a windows interface of a text file which will enable 
them to modify the stats as well as the weapons and armour of the units and 
buildings in the game. Players with differing game stats will not be able to play 
against each other in multiplayer games. 


[wishlist] The game may support GMax for the creation and importation of 
models. A custom version of GMax will be created to be shipped with the game. 


Heraldry Editor 
Players will be able to edit the names, banners and icons for the Factions and 
Armies. 
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Model Editor 


Units 

There will be an external application that will enable players to import new unit 
models into the game. In conjunction with the attribute editor above this will 
effectively enable them to create Mods - from Napoleon & Alexander the Great to 
Middle Earth and Doom. 

Buildings 

Works much the same as the unit model editor, but enables the import of new 
buildings with modified effects. 


Terrain Editor: 
Players will be able to create new maps and terrain. 


Additional Plug Ins & Tools: 
Texture Editor: 
. CAZ Exporter [3DS Max]: 
Front End Editor 
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Expansion 1 - Fall of the West 


The expansion pack for Rome: Total War will be based on the later period of the 
Empire where it was under constant threat from increasing waves of Barbarian 
invasions which had to be repelled at the same time as dealing with the internal 
problems of the Empire once it could no longer be sustained by the dynamic of 
expansion. 


Key Features 


Imperial Campaign 
Play as the Western Empire, the Eastern Empire or the Barbarian Hordes. 


Additional Factions 


The Expansion will include all of the faction packs, enabling all of the factions in 
the game to be playable in both the Campaigns and Custom/Multiplayer battles. 


New Campaigns 


The Expansion will include new Campaigns and Scenarios carrying the history 
forward through the later ages of the empire. This will include taking the Imperial 
Campaign through to a later end date, with additional Triumphs and Victory 
Conditions. 


New Units 
The game will include new units from the later period of the empire. 


New Wonders which can be built 
> The Golden Palace 


> The Pantheon 


Real Time Naval Battles [see under Wishlist] 


Fall of the West will feature real time naval battles. The interface for this will be 
consistent with the real time battle interface for land battles and will feature a 
deployment phase followed by combat, with ships being able to be individually 
order or organised into group formations. The Naval side of the game will be 
further improved with: 


> The ability to capture Ships. 
> Ships being able to travel up rivers. 


> Ships able to provide support in land battles, and to be targetted by shore 
artillery and missiles. 


> Waves. 


Multiplayer Campaign Map [wishlist] 


As well as the basic multiplayer Campaign game types defined above there will be 
a number of other advanced multiplayer game types. 


Rome: TW Fall of the West will feature a ‘persistent world’ online environment 
where players can take persistent armies and fight for money, experience and 
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terrain. This will work in a manner similar to how players develop individual 
characters in persistent world online RPG games. 


Alternatively there will be large scale multiplayer games where a number of 
players enter the world and as players are eliminated the remaining factions get 
control of their resources. This means that the game world can have an overall 
unit/resource cap which is divided between all the players within the world. Using 
this system it could be possible to have as many as 100 players within a single 
game. 


It will be possible for players to take the single or multiplayer campaign Rome: 
Total War game online to make it accessible to invasions of online ‘Barbarians’. 
This will mean that players who want a quick fix of action will just be able to go 
online raise a tribe of warriors and attempt to raid an established empire in the 
game. This will be fun because it will mean that players who have won the game 
and established their thriving empire will simultaneously be able to get a new 
challenge and show off how powerful their empire is. The more that they win the 
larger the size and strength of the enemies which they are able to face will 
become. 


Expansion 2 - Alexander the Great 


[wishlist] There is an opportunity to develop a second Expansion pack based on 
the campaigns of Alexander the Great. This would fit very easily within the 
parameters of the engine, with the main difference being that the focus of the 
game would be more on the movement of armies and conquest and less on the 
resource management, strategy and diplomacy. The potential of an Alexander 
game is based on the fact that there are at present three major film productions 
and a major TV series in development which should create a lot of awareness and 
interest. 
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Localisation 


To make the Localisation process proceed as efficiently as possible there will be a 
number of conventions followed throughout the development of Rome: Total 


War 
> 


VV V WV 


Keep files in text files - no hard coding 

Allow for 14pt/20pixel fonts 

Allow for double byte enabling of Unicode fonts 
Use icons where possible 


Allow for scrolling of text boxes 


Sentence Construction 


Sentences in the game will be constructed with a minimum of wildcards so that no 
complex sentence construction will be required and words & terms [names, 
factions, amounts etc.] will be featured separately in headings where possible. 
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Cheats & Easter Eggs 


Sub-Games [wishlist] 


There will be a sub-game allowing players to take direct control of a character in 
battle with a Diablo style point and click interface. This may be released as a 
separate demo. 


Cheats List [wishlist] 


Entering ALT-codes in the front end or during battle brings up the following direct 
cheats: 


> What have the Romans ever done for us - Roads, Sanitation Plug Ins, 
Academy, Law and Order 


Wolfs nipple chips - throw free Games 
Peoples Front of Judea - Revolt in Jerusalem 


Welease Bwian - Happiness bonus 


VV V WV 


By Jove — brings down an air strike on the opposing army in the shape of 
thunderbolts from heaven. 


> A Mars A Day — maximises the training rate of a settlement or fortress. 


> Grassy Knoll — sniper mode with mouse cursor allows three shots at 
individual soldiers/characters on a battlefield. 


..and so on. 


Character Renaming [wishlist] 


Should be allowed for characters, and some names give the character additional 
powers: Biggus Dickus automatically provides an Heir production bonus for 
example. 


Easter Eggs [wishlist] 
For example 


> Assassinations ordered on the Ides of March are often free and always 
succeed. 


> Killing Asterix the Gaul should count as a major triumph, even if the little 
bleeder isn’t directly identified as such. 


> A blue Police box fades into view in cities (very occasionally). 
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Wishlist and Random Ideas 


Real Time Naval Battles 


The real time naval battles will use the same interface and gameplay as the land 
battles, with up to 20 ships in battle represented by cards at the bottom of the 
screen and being able to be selected directly. Because they move under oar 
power they can be selected and moved straight to any point on the ‘battlefield’. 


Ships include the following attributes and abilities. 


Ship Attributes 


> 


> 

> 

> 
Attacks 


Formations 
> 


> 
> 
> 


Weather 
> 


> 


Size - How big the ship is, how many men it can carry and the HP’s it has. 
Speed - Top speed and acceleration. 
Manoeuvrability - Turning circle and acceleration/deceleration. 


Draft - How much water the ship draws. Ships with a shallow draft can 
travel into shallow water or over reefs which will drag the hull off larger 
ships. 


Beam - The height of the ship. This effects the range of artillery fire and 
the ability of the ship to grapple and board. On the other hand it makes 
the ship less manoeuvrable and less stable. 


Ramming & Shearing - Ramming into the hull of enemy ships or 
shearing off the oars. 


Artillery - The same artillery can be used as on land [Ballista, Catapult 
etc.] At sea flaming projectiles are even more dangerous, both to enemy 
ships and to the ship firing. 


Boarding - Men can board ships either by just pulling alongside or by 
using grappling hooks and ladders. 


Line 
Column 
Wedge 


Circle 


Wind - Effects speed, manoeuvrability and the accuracy of missiles. 


Waves - Seas can be either calm/average/rough. Rough seas cause 
damage to ships and may capsize ships with a high beam and a shallow 
draft. 


The Roman Art of War 


There will be an equivalent document to Shogun’s ‘Way of the Daimyo’ which will 
provide historical background and colour. This will be accessible from the front 
end of the game. 
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Sub Games in Settlement 


When you zoom down on a Settlement it will be possible to play a range of sub 
games by clicking on some of the main buildings: 


Coliseum 


It will be possible to host Gladiatorial games. If the player has Gladiator units they 
will be able to put the Gladiators into the arena to fight. If the characters warriors 
win then they will get an influence bonus and the skill of the Gladiators will 
increase. 


Hippodrome 


It will be possible to bet on races, betting on either the Blues, the Greens, the 
Reds or the Whites. If the player wins the bet they will be able to make money. 


Temple 


If the player visits the temple they will be able to receive vague predictions 
regarding the future. They will also be able to make offerings to the Gods in 
exchange for one off benefits. 


Treasury 


If the player visits the treasury they will be able to see the piles of gold which they 
have accumulated. This is for pure gloat value. 


Theatre 


The player can zoom in on the theatre to hear actors quoting in Latin and see 
actors on the stage in comic and tragic masks. 


Tombs 


When Faction Leaders are killed their tomb appears on the campaign map. The 
tomb will inspire the players soldiers if they are fighting on the site where their 
leader fell. 


Replays 


Will be implemented by recording the random seed and the user keystrokes. 
Won't have rewind or jump to any point, will play from start at any usual speed 
option. User can halt and go into active control mode (i.e. start playing) from any 
point during playback. (NB: Could we also use this type of "replay" to provide 
upgraded historical battles? Would that be too much hassle and too much a geek 
feature?) 
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Appendices 


Technology Features 


Engine Features 
Data driven design 


> Ease of tweaking during game test/balancing cycle. 

> Ease of modification for future products. 

> Better community support with upgrades and plugins. 
Modularity 

> Facilitates ease of localisation. 

> Allows integrated tools to ship in same app. 
Single world representation - one world, many ways of looking at it. 
Hierarchical Al architecture 

> Allows large degree of action specialisation. 


> Can be expanded, modified and given more detail easily where needed. 


Rendering Technology features 
> Hardware abstraction layer. 


> Hardware TnL support, both new and legacy. 
> Multitexture support, compressed texture support. 
> 


Dynamic Bezier spline landscape which supports extreme draw distances 
and near-infinite worlds. 


View independent progressive meshes. 
Advances character animation engine. 
Animation systems with level of detail. 


Quaternion based skeletal animation system supporting full spherical 
interpolation close up. 


Single step multi frame animation in the distance. 

Multiple rendering technologies. 

Full matrix palette skinning with vertex shader implementation. 
Fleximesh rendering. 

Instanced mesh rendering. 


Improved sprite rendering. 


Sound Technology 
> Hardware mixing and sound buffer support. 


> 3D sound support. 


> Environmental audio support. 
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Developer Toolset 
> 3DS Max feature expansion and data export plugins. 
> Parsed menu system read from file generated by custom GUI building tool. 


> Generated file is user readable and modifiable. 


Campaign Map Al Modules 
Moving armies and pieces 


Scouting and exploring 

Tactical building ( roads walls etc ) 

Dealing with supply. 

Naval movement and scouting 

Planning where to build settlements 

Building and production within settlements 
Glorious Achievements 

Diplomacy 

Spying\counterspying 
Assassination\kidnapping 

Sabotage \ Insurrection 

Sieges. As both attacker and defender 

Trade and developing trade routes. 
Interdicting enemy trade routes / port blockades 
Taxation 

Adoption of Heirs 

Training and upgrading of units and characters 


VV VV VV VV VV VV VV VV VV WV 


Founding academies 


Other A.I. Requirements 
> Governor a.i. to be able to run individual player owned cities 


> Needs to handle barbarian / rebel cities and armies which will operate as 
individual forces 


May be more than one human player 
> Need a.i. Vs a.i. mode 


> Campaigns have differing victory conditions, and operate on constrained 
areas of the map 


> Diplomatic a.i. is a priority 


Graphical Effects 
> Sparks and flashes on weapon hits. 


> Blood splashes on wounds from hits. 
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Key Reference Sources 


Books 
Greece and Rome at War 
Warfare in the Ancient World 
Dictionary of Ancient and Medieval Warfare 


Osprey Series 


Movies & Videos 
Spartacus 
Gladiator 


Computer Games 
Shogun Total War 
Medieval Total War 
Civilisation series [including Alpha Centauri] 
Heroes of Might and Majic series 


Age of Empires series 


Board games & War Games 
Imperium Romana (AH) 
Julius Caesar (SPI) 
Republic of Rome 
DBM 
Warhammer Ancient Battles 
Armati 


Warmaster 


Battle.net Enhancements for Warcraft 3 


Anonymous matchmaking 


> Players are just 2 clicks away from their next battle. 


> Players are anonymously matched based on skill level. 


> The AMM randomly selects maps based on player preferences. 
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> 
> 


> 


> 


Players can choose which race to play, or let the service choose for them. 


Players can also select the game type, which indicates the number of allies 
and opponents. 


Other game options are preset by the designers, resulting in a higher level 
of play. 


The top-ranked players from each gateway will be listed on our website. 


Arranged Team 


> 


> 
> 


The new custom team option lets players create games that friends and 
clan mates can see and easily join. 


Players can team up with friends, and team records are tracked. 
Arranged team games count toward the ladder. 


Team members are automatically allied and set to allied chat. 


New Ladder System 


> 


> 


This new system promotes active competition and maintains the ladders 
integrity. 


The AMM prevents win trading and ensure that high level players face 
opponents of similar skill. 


Ladder play prerequisites have been eliminated [everyone who uses the 
AMM earns a ladder rank]. 


Top ranked players can compete in seasonal tournaments to determine 
who is really the best of the best. 


Custom Games 


> 


Players can join and create custom games with nonstandard game settings 
for added excitement and replayability. These games have a wide variety 
of play options and they do not effect your ladder record. 


Play with or against computer players. 
Play on the map of your choice, including user made custom maps. 


Anyone that you permit can join, so you can play against opponents of your 
choice. 


Allow/restrict observers, toggle fog of war on/off, adjust game speed and 
adjust diplomacy settings. 


New Game Filter 


> 


The game filter lets players determine which available games appear on 
the custom games list. This allows them to filter out games that have 
maps which they don't want to play. Game filters include.. 


Map creator - choose to view only Blizzard made maps or user made maps 


Game Options - Play standard melee games, or play custom games with 
various options toggled on/off. 


Map Type - play standard melee maps or play custom maps with various 
triggers active/inactive. 


Game Speed - Fast/Medium/Slow 
Map Size - Large/Medium/Small 
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Separate Gateways and Name Space 


> Warcraft3 name space is not shared with previous Blizzard games or even 
between gateways, so more names will be available for selection. 


> To prevent name copying nonstandard characters have been disabled. 


New Built In Friends System 


> To help players keep track of friends, the friends list shows each friend's 
location [whether in or about to start a game, or on a chat channel]. 


> Players can easily join a friend's channel or game ready to start 


> Players are notified when a friend enters or leaves BAttle.net [this notice 
even appears in game] 


Advanced Battle.net Icon System 


> Play your favourite race often to earn better icons, and earn upgraded 
icons by gaining more wins. 


> Icons reflect the race you play most, your ladder rank, and if applicable, 
your clan affiliation. 


Lists - Links 


Character Actions 
\\SERVER\Intranet\Romans\Design_ doc\strategy_map_actions.xls 


Unit List 
\\SERVER\Intranet\Romans\Design doc\Rome_ Unit List_v2 June _2001.xlIs 


Tech Tree 
\\Server\intranet\Romans\Design_doc\techtree. xls 
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